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Preface 


Its a tough job, but someone had to do it: welcome to the third volume of Ultimate 
Unauthorized Nintendo Game Strategies. 

We have waded through Megas and Supers and IIs and 2s and even a couple of 
3s; we have tested revenges and challenges and even a brawl. We’ve gone to the 
beach, down in the mines, out on the track and up and down the river. We’ ve played 
a little baseball, engaged in a bit of target practice and gone for a bit of pinball. 
We’ ve been attacked by maniacs, ghouls, dragons and rats. And then there are the 
other planets we’ve explored! 

Here are 100 of the most interesting new games for the Nintendo Entertainment 
System. Nearly every one of the games you’ ll read about here has been introduced 
in 1990 or is scheduled to arrive by the beginning of 1991. 

We’ve got the big hits: games like Super Mario Bros. 3, MegaMan 3, 
Castlevania III, Double Dragon II and Skate or Die 2. And you’Il learn about other 
interesting new challenges, like Klax, Dr. Mario and Maniac Mansion. 

Our purpose with the book, as it has been from the start, is to help Nintendo fans 
make intelligent buying decisions before you part with $50 for a sealed cardboard 
box containing a closed plastic cartridge and to help players who already own 
games to get the most from them. 

We call this book series Ultimate because we think you’ll find that the 
information presented here is more complete, better organized and presented than 
you’ ll find anywhere else. 

It’s Unauthorized because these books are not sponsored, endorsed or in any 
way approved or disapproved by Nintendo of America or any of the companies 
whose products we have written about. This does not mean that we don’t talk to 
the makers of the games; it just means that we listened and then made our own 
judgments before sitting down at the keyboard to write the book. 
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We offer Game Strategies because we think that players want to earn their way 
to the end of the games. If you want step-by-step instructions, get a book on 
knitting. We want to help you use your own abilities. 

We're happy to say that the concept seems to be successful: the first two books 
in the series were bestsellers, with several hundred thousand copies sold already. 


About This Book 


At the heart of our efforts here has been the creation of a standard format for the 
games we write about. This is the cure for all of those inconsistent and confusing 
manuals you find inside those sealed boxes. We think you’ll find that the organi- 
zation of each section—the same for every title—will help you quickly learn new 
games or new strategies for old ones. 

At the top of each game writeup you’ll find the Ultimate Game Flag. 

First of all, we’ ve divided the games into 10 types: 


Aliens and Monsters. You’ll meet—and fight—all sorts of weird 


Lam. creatures here. 


Amazing Quests. There are all sorts of princesses waiting to be 
rescued. 


o Car Wars. Drive yourself crazy. 
LAG Flying Feet. Oomph! Aargh! Kick! Punch! Slash! 


Fun Learning. Who needs a boob tube? Be the star all by yourself. 


Gym Bag. Are you in shape? 


B 
El, 
abi 
Ca 
O) 


Just for Laughs. Don’t worry; be happy. 
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Lost in the Maze. Exercise your mind and your fingers. 


eo Shoot-em-ups. Aw, shoot. 


Fe Strategies and Simulations. Think your way out of these. 


Next we included a Difficulty Rating. Here are the categories: 


Novice. You’re new around here, aren’t you? 

Apprentice. You’re able to leap tall buildings on the second or third try. 
Hot Dog. What? 337 more Zizzer-Snagger Missiles? No problem! 
Master of the Game. Turbo powered games for supercharged players. 


And, with this book, we’re introducing our Ultimate Nintendo Game Rating. 
Most games are rated on Graphics, Sound, Response and (probably most impor- 
tantly) Fun. The top score any game could receive is 35. NOTE: Some of the games 
we looked at were still being developed, were incomplete, and therefore were not 
rated. 


We Want to Hear from You! 


Have you discovered more Ultimate tips you’d like to share with other players? 

Join our panel of Ultimate Players and help us prepare the next books in our 
series. Send tips, comments and information about yourself including name, age, 
address and telephone number to 


Ultimate Players Panel 
WORD ASSOCIATION, INC. 
P.O. Box 6093 

Holliston, MA 01746 


And don’t miss the Ultimate Players Newsletter offer at the back of this book! 


Acknowledgments 


Corey Sandler of Holliston and Nantucket, Massachusetts wore his fingers to the 
bone on the Nintendo control pad and the keyboard of his computer. His partner 
Tom Badgett of Corryton, Tennessee kept the Word Association office running 
and helped on the technical side. 

Thanks to Jason Rich of Boston, Massachusetts for his assistance, and to Tom 
Christopher, a New York artist who created the game icons on his trusty Mac. 

Many thanks to Kenzi Sugihara, Michael Roney and Terry Nasta and the other 
professionals at Bantam Books, and Bill Gladstone of Waterside Productions, for 
getting the Ultimate Unauthorized Nintendo Game Strategies series into print. 

Our thanks go to the marketing and promotion people at many of the Nintendo 
licensees who gave us sneak peeks at so many exciting games before they hit the 
shelves. 

We thank again our crew of Nintendo kids, including Rich and Christopher 
Ehrmann of Holliston, Massachusetts and William and Tessa Sandler of Holliston 
and Nantucket, Massachusetts. 

And grateful thanks to Janice Sandler and Lynn Badgett for putting up with the 
strange demands of the writer, especially as deadline time approaches. 

This book was put together with the assistance of a number of companies who 
provided hardware, software and advice. We’d like to thank the makers of the 
following computer products and commend them to your attention: 

Austin 286/16. An 80286-based personal computer with built-in VGA graphics 
support, 4 Mbytes of RAM and 40-Mbyte hard disk. Austin Computer Systems, 
10300 Metric Blvd., Austin, TX 78758. (800) 752-1577. 

CompuAdd 386/20. A 20-MHz 80386 PC with 0 wait state, cache memory. 
CompuAdd Corporation, 12303 Technology Blvd., Austin, TX 78727. (800) 
627-1967. 

Fujitsu RX7100-PS Postscript LED printer. Fujitsu America, Inc., 3005 Orchard 
Drive, San Jose, CA 95134. (408) 423-1300. 


vii 


Contents 


Preface iii 
Acknowledgments vii 


Hot Hits 1 
Castlevania III: Dracula’s Curse 1 
Dragon Warrior II 5 
Heroes of the Lance: 
Advanced Dungeons and Dragons 10 
MegaMan3 15 
Ninja Gaiden II: The Dark Sword of Chaos 17 
Skate or Die 2: The Search for Double Trouble 21 
Snake’s Revenge 26 
SuperC 30 
Super Mario Bros.3 33 


Previews 45 

Cabal 45 

Cave Man Games 47 

Conan 49 

Corvette ZR-1 Challenge 50 
Days of Thunder 52 

Dr. Mario 54 

Fun House 55 

Jim Henson’s Muppet Adventure: Chaos at the Carnival 57 
Mission: Impossible 59 
MTV Remote Control 62 


X Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


Orb-3D 63 

Rollergames 65 

Time Lord 67 

Ultima Quest of the Avatar 70 


3 AirWars 73 
After Burner 73 
Captain Skyhawk 76 
Rolling Thunder 80 
Thunderbirds 83 
Top Gun—The Second Mission 85 


4 Arcade Champions 91 
Baby Boomer 91 
Batman 93 
Chiller 98 
Crossbow 100 
Dig Dug II 102 
Fantasy Zone 105 
Ghostbusters II 107 
Ms. Pac-Man 112 
Pesterminator 115 
Road Runner 117 


5 BrainTrips 121 
Kickle Cubicle 121 
Klax 123 
Lolo2 125 
Loopz 131 
Maniac Mansion 134 
MULE. 138 
Spot 141 
Wall Street Kid 144 


6 CarWars 149 
Al Unser Jr. Turbo Racing 149 
Bigfoot 152 


Contents xi 


10 


Death Race 155 
Mad Max 156 
Rad Racer II 159 


Flying Feet 163 

Bad Street Brawler 163 

Master Chu and the Drunkard Hu 166 
Shinobi 168 

Target: Renegade 171 

Wrath of the Black Manta 173 


Gym Bag 179 

Bad News Baseball 179 

Kings of the Beach 183 

Little League Baseball 187 

Pinball Quest: The Game 191 

RBI Baseball 2 195 

Snoopy’s Silly Sports Spectacular! 199 
Tecmo World Wrestling 202 

Toobin’ 205 

720° 206 


Kiddy Capers 211 

Disney’s Adventures in the Magic Kingdoms. 211 
Disney’s Chip ’N Dale Rescue Rangers 214 
Double Dare 216 

Fisher-Price I Can Remember 220 

Fisher-Price Perfect Fit 221 


Amazing Quests 225 
Castle of Dragon 225 
Castlequest 227 
Crystalis 231 

Demon Sword 235 
Gauntlet II 239 
Shadowgate 242 
Solstice 246 
Tombs and Treasures 249 


xii Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


11 


12 


Space Wars 253 
Alien Syndrome 253 
Burai Fighter 255 
Captain Comic 258 
Crystal Mines 261 

Dash Galaxy in the Alien Asylum 266 
Destination Earthstar 268 
Galaga 274 

Image Fight 276 

Isolated Warrior 278 
The Last Starfighter 281 
Low-G Man 283 

Metal Fighter 288 

Robo Demons 290 
Vindicators 292 


War Games 297 

Code Name: Viper 297 

Genghis Khan 300 

Heavy Barrel 302 

Infiltrator 305 

Mechanized Attack 310 

Narc 313 

Rescue: The Embassy Mission 316 
Silent Service 319 


»]. 
Hot Hits 


y 


Castlevania lll: Dracula’s Curse 


DIFFICULTY: Apprentice-Master of the Game 


You just can’t keep a good dead guy down. Drac’s back, again. 

Thus far, the evil Count Dracula has managed to survive three harrowing 
adventures, starting with Castlevania, which was a groundbreaking action game 
with whips and monsters and pits and all that good stuff. The first sequel was 
Castlevania II: Simon’s Quest, which was more of an adventure game. In that game, 
Simon must collect his scattered body parts and then return to the castle for one 
last battle against the Count. The quest travels through graveyards, castles, forests, 
lakes and villages. Weapons include five different kinds of whips and numerous 
magic potions. The third time out of the box was Castlevania: The Adventure, a 
remarkably detailed Game Boy challenge. 

And now we have Castlevania III: Dracula’s Curse. What more could a boy or 
ghoul ask for? 

Actually, this new game is not a sequel, but actually a prequel. The game takes 
place 100 years before the birth of our familiar hero Simon Belmont; this challenge 
stars Trevor Belmont, forefather of the family. As Trevor Belmont, you possess an 
unusual power: the ability to transform yourself into three different partner spirits, 
each of whom can help you in varying ways. 

The story takes place in the village of Warakiya, at the base of the lovely Morbid 
Mountains. The village remains peaceful, although all hell seems to be breaking 
loose up in the hills; in fact, all of the people have fled. You see, Count Dracula 
has assembled an army of evil (including your basic Swamp Dragons, Slasher 
Skeletons and Forces of the Undead), and they’re readying a march from the Valley 
of Graveyards. 

You'll get to battle through 17 levels of terror, armed with the mighty Battle 
Axe and the famed Mystic Whip. 
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We worked with very early preproduction material—too early for a detailed 
rating. 


MANUFACTURER: Konami. (708) 215-5111 


CHARACTERS 
The leader of the band is Trevor C. Belmont, forefather of Simon Belmont, the 
star of the later adventures. Trevor has several special weapons, given him by 
the Poltergeist King. They include the Mystic Whip, the Battle Axe, the Banshee 
Boomerang, a Dagger and a supply of Sacred Water. Trevor also carries a few 
special items, including a Pocket Watch, Invisibility and the all-important 
Rosary beads. 
One of Trevor’s most powerful abilities, though, is his talent for splitting 
himself into one of three partner spirits. They are 


Alucard. He is . . . oh boy . . . the son of Count Dracula himself, and once in 
league with his devilish dad. But he has seen the light and has turned against 
Drac. Alucard, who lives in underground tunnels, has learned how to turn 
himself into a bat. That’s the good news; the bad news is that he cannot attack 
while he is in the air, and he will turn back into a human-like form if his wings 
are clipped by an enemy. In terms of almost-ordinary weaponry, Alucard 
attacks with something called a Ball of Destruction. Grab a special power 
booster, and the ball can fire in three directions at once. 

Grant DaNasty. A pirate captain encaptured into a ghostly villain by Count 
Dracula, this guy will start out by attacking you from the Clock Tower of 
Untimely Death. If you can defeat him, though, his spirit will join your side 
of the battle. A strong and nimble little guy, he can hump onto walls or 
ceilings and stick to them like a fly. He can get through some places too small 
for Trevor to navigate. His primary weapons are an axe and a dagger. Because 
of his size, though, he will damage easily. 

Sypha Belnades. The Mystic Warlord of Warakiya is a powerful ally for 
Belmont, but he has little defensive ability, so he should fire first and avoid 
being hit. He uses a Warakiya Staff to attack, and can also fire flames, frozen 
crystals and lightning bolts at enemies. 

At the start of the game old Trevor will be all alone. But as you get deeper 
into the adventure, one of the spirits will suddenly materialize after you have 
successfully defeated the Ultimate Evil at the end of a Terror Level. When 
the spirit appears, a message will appear on the screen announcing his arrival; 
you will then be allowed to decide whether to add him to your vampire-hunt- 
ing party. You can only travel with one spirit, and once you pass over a new 
partner or displace one you are traveling with, that spirit is gone forever. 


To switch from Trevor to his traveling partner, or from the spirit back to 
Trevor, press the Select button. 
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CONTROL PAD 

Arrows: Press Left or Right to move in those directions; press Up or Down to 
climb up or down stairs. 

Press one of the arrow keys toward a wall or ceiling to make Grant attach himself 
and climb. The arrow can be used together with the A button to make him 
jump and stick. 

“A” BUTTON: Press to jump. 

Press the Down arrow and the A button together to transform Alucard into a 
bat; press the button combination again to change him back to a human-like 
creature. 

“B” BUTTON: Press to attack with your main weapon. 

Press the Up arrow and the B button together to attack with the Warakiya War 
Item currently displayed in the Warakiya War Item Window. 

Select: To switch from Trevor Belmont to a spirit partner, or from a spirit to 
Belmont. 

“A” and “B” BUTTONS: At the title screen you can choose the background 
music to listen to during the game, or even choose to turn off the sound 
completely to compete in eerie silence. Press the “A” and “B” Buttons 
together to bring up the sound mode screen and then use the Up or Down 
arrows to go through the options. 


NUMBER OF LEVELS 
There are 17 Terror Levels in the game. Your path through the various levels, 
which include the Murky Marsh of Morbid Morons and the Sunken City of 
Poltergeists, will depend to some extent upon which forks in the road you take. 
You may want to make a map or keep notes on the roads traveled. 


NUMBER OF LIVES 
Trevor will start with three lives. You will lose a life each time your Life Gauge 
reaches zero. When you transform into a partner spirit, you will share a single 
Life Gauge. You will receive an extra life at 20,000 points and again after each 
50,000 points in the game. You should also be on the lookout for 1-Ups for free 
lives. Each level is timed; if you fail to complete the level before the clock runs 
down, you will lose a life. 


SECRET ITEMS 
As you progress through the game and knock down or blow out all of the candles 
and lanterns you see on the screen, or defeat certain enemies or destroy some of 
the walls, special power-ups will appear. They include: 


Heart of Stone. The more of these rocky thumpers you collect, the more you 
can use your Warakiya War Items, and the longer Alucard can fly like a bat. 

Leg of Werewolf. Yumm. Each one you scarf down will restore some of the 
slices of your Life Gauge. 
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Bonus Bag. There’s points inside, partner. 

1-Up. A free life. 

Double Trouble. Look for the big “II” to earn the right to fire a Warakiya War 
Item twice in a row. This power can be used by Trevor and Grant only. 

Triple Threat. The big “III” gives Trevor and Grant three shots of Warakiya 
magic. 

Pocket Watch. This will give you a bit of time, when it freezes all enemies in 
their tracks. 

Invisibility Potion. Guess what this does? Just for a short period of time, 
though. 

Rosary. Will destroy all of the evil enemies on the screen at once. Just once. 


SPECIAL WEAPONS 
Trevor Belmont 

MAIN WEAPON: Mystic Whip. Fans of the Castlevania series will 
recognize this trusty old snapper. You'll start out with the basic model, 
butit can be upgraded by the capture of certain power-up items to a Chain 
Whip and eventually a Long Chain Whip. 

WARAKIYA WAR ITEMS. Trevor can only possess one at a time; each 
time you pick up a new one, it will replace the one currently highlighted 
in the Warakiya War Item window on the screen. (Therefore, you may not 
want to grab every one you see if you like the one you’re currently using.) 
Items are 

Battle Axe. A long-distance throwing item. 
Dagger. It flies straight and fast, but is not the most powerful weapon. 
Banshee Boomerang. A slow, powerful flying wheel of death, it will 
return to your hand. 
Sacred Water. Throw it for a fiery cocktail. 
Sypha Belnade 

MAIN WEAPON: Warakiya Staff. A pretty swinging thing. 

Flames. They’ll burn up anything they touch, natch. 

Frozen Crystals. Freezes your enemies fora short while; when they are iced, 
jump on top of them and destroy them with the Warakiya Staff. 

Great Bolts of Lightning. 

Grant Danasty 

MAIN WEAPON: Dagger. Can be used in hand-to-claw fighting, or can 
be thrown. 

WARAKIYA WAR ITEMS: Axe. Very powerful, but very hard to find. 

Alucard 

MAIN WEAPON: Ball of Destruction. Alucard’s best (and only) weapon 
is his ability to throw this ball. Grab power-ups to improve the ball so that 
you throw it in two or three directions at once. Alucard can also transform 
into a bat to zip around the screen, although he cannot fight while in the 
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air. While flying, Alucard will use up some heart marks; if he runs out of 

hearts or is hit by an enemy, he will turn back to human-like form. 


ENEMIES 
Well, in addition to Count Dracula, they’ve managed to include old favorite 
Frankenstein, as well as others including the Pillar of Bones and the Gates of 
Death. 


Castlevania III—Dracula’s Curse is a trademark of Konami Inc. ©1990 Konami Inc. 


Dragon Warrior II 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 8 

ULTIMATE RATING: (0-35) 24 
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The Dragon Warrior series is a phenomenon of its own in Japan, with at least four 
versions of the game available for Nintendo players. Over there it is called Dragon 
Quest, and the DQ IV was released early in 1990; it sold 1.3 million copies on the 
first day it was in the stores. 
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The first American version of the game, marketed by Nintendo and retitled 
Dragon Warrior, was a hit among role-players because of the depth of detail it 
delivered. The sequel is offered by Enix, which created the game in Japan. 

The Land of Alefgard in Dragon Warrior II, from Enix America, is more than 
four times larger than the country you could explore in the first version of the game. 

The original story was this: The Kingdom of Alefgard has been plunged into 
darkness by the theft of the balls of light from Tantegel Castle. The culprit, the evil 
Dragonlord, has retired to Charlock to lord over his miserable captives. The land 
has been taken over by monsters, ghosts and dragons. 

But King Lorik XVI knows that his ancient ancestor, King Lorik the original, 
once called upon a brave warrior named Erdrick to rescue his land. So Lorik the 
latest calls upon you—the descendant of Erdrick—to help again. 

In Dragon Warrior II, the name of Erdrick still commands respect. Hundreds of 
years later, the peace of the kingdom is shattered again. Hargon the Sorceror attacks 
Moonbrooke Castle, and seeks to control the world through his magic spells. 

In this game, you are the Prince of Midenhall. You can wield any weapon and 
wear any armor, but you cannot use magic spells. As you reach higher experience 
levels, your attack power will increase. 

Along with you is the Princess of Moonbrooke. She cannot wear armor or lift 
heavy weapons, her magical powers are fantastic. The Prince of Cannock combines 
a bit of the attack power of Midenhall and the magic power of Moonbrooke. 

You can maintain “logs” of three different campaigns. When you first start a 
game, you will sit through the lengthiest “prologue” of any game we can remember. 
You’ll lear the story and you'll also receive a quick education in how to move 
about. 

And, in a nice touch we like to see in an adventure game, the characters will 
speak to you by name, using the name you entered at the start of the game. 

This game is extremely complex; we worked with preproduction materials. 
Following is just a small sampling of some of the details of the game. One player 
only. 


MANUFACTURER: Enix America 


CHARACTERS 
You are a descendant of the valiant warrior Erdrick, who saved the realm of 
Alefgard from evil once before. 


ENTERING COMMANDS 
There are two modes for commands in this game, Walkabout and Fighting. The 
names are pretty obvious: Walkabout mode is when you are, well, walking 
about; Fighting mode automatically occurs whenever you, uh, fight. Fights will 
happen when you leave a castle or town. Here are the orders you can issue. 
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Walkabout Mode 

Arrows: Moves characters Up, Down, Left or Right. Also used to move the 
flashing onscreen cursor in the command window in the direction of the 
arrow used. 

“A” BUTTON: Press the button while you are in the “Walkabout” mode to 
bring the command window to the screen. Use the arrow pad to move the 
cursor to the command that you want to issue, and then press the A button 
again to issue the command. If you press the A button when the down 
cursor is flashing in the text window, the next text window will be 
displayed. 

“B” BUTTON: Press this button to cancel a command. 

From within the Command Window, you can issue instructions such as: 

Talk. Face your character in the direction of the person you want to speak 
to, and then issue the command to talk. The person must be right in 
front of you. In a store, you can talk to someone over the counter; in a 
jail, you can converse through the bars. 

Status. Choose the character you wantto examine, and press the A button 
to see information about strength, agility, hit points, maximum hit 
points, magic power, maximum magic power, attack power, defense 
power and experience points. Press the A button again to see infor- 
mation about gold and crests. Hit Points is an indicator of your 
remaining life force. HP will go down as the enemy hits you; when the 
number reaches 0 the game is over. Remember to go to the Inn to 
restore your life force. Magic Points is an indicator of your power to 
cast spells. Each time you cast a spell, your points will decrease. 
Staying at an Inn will restore your MP to their maximum. The more 
enemies you defeat and the more nasty the enemies, the more experi- 
ence you will gain. With more experience, your game level and 
strength will also increase. 

Search. Issue this command to examine the ground where you stand. 
When you find a treasure chest, put your character over the chest and 
issue the command. If you are already carrying eight items, the treasure 
will be given to the next character; if all of the characters are carrying 
a full load, you will be allowed to have one of them throw something 
away to make room for the treasure. 

Spell. Your character cannot issue magic spells, but the two friends he 
meets along the way can. 

Item. Select this command to use any of the items you have collected. 
Use the arrow pad to choose the item you want, and then press the A 
button to use it. You can choose to Use, Trade or Throw Away an 
item. You have to be accompanied by a friend in order to make a trade, 
naturally. To open a door, you will have to Use a key. To see a listing 
of the items carried by a member of your party, select the character’s 
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name from the item window using the arrow keys and then press the 
A button. Items that have already been equipped will have an “E” next 
to them. Press the B button to return to walkabout mode. 

Equip. You mustuse this command to make the various types of weapons 
you collect useful to you. Use the arrow keys to highlight the weapon 
you want to equip and then press the A button. Your ability to equip 
your items will vary with the attack power or defense power of the 
character. 

Fighting Mode 

When enemies approach, the fighting command window will appear. You’ ll 
have to make selections using the onscreen cursor; press the A button to 
lock them in. If you are fighting with allies, you should also make their 
choices for each round of battle. Think carefully about your choices. Here 
are the commands: 

Fight. You can use any weapons you have acquired. If you have no weapons, 
you can try to defend yourself with your fists. Most enemies will require 
more than one blow. Don’t overdo it, though: keep an eye on your hit 
points and stop fighting when your injury level is too high. The screen 
will turn red when you are seriously injured. 

Run. If you don’t think you can defeat an enemy without suffering too much 
damage in the fight, then you should run away. Some enemies are so 
powerful that you may find it impossible to escape. 

Parry. Choose this defensive posture for some of the weaker allies; they 
won’t be as badly hurt when they use this command to keep enemies at 
bay. 

Spell. If you’ve got the proper spell, you can afflict the enemy in this way, 
or heal one of your wounds. 

Item. Applies some of the things you have collected to a particular character. 
For example, you could apply an herb to an afflicted friend to recover 
some life points. 


PAUSE 
The game is automatically in a pause anytime you press the A button to bring 
the command window to the screen. Press the B button or begin moving your 
character to bring the game to life. 


NUMBER OF WORLDS 
There are six castles of Alefgard that you must visit to complete the game. Other 
geographic elements of the land include Plains, Deserts, Mountains, Forests, 
Trees and Bushes. You can cross the Sea in a ship, but not the Shallows. 
If you step on the Stairs, you will automatically move to the next level. When 
you come to a Cave, you will be automatically transported inside. 
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Beware of Poisonous Swamps. With each step you take here, you will lose 
hit points. 
There are powerful enemies—and treasures—to be found in the Towers. 


SHOPS 
When you enter a town, look for the shops. When you come to one, go directly 
to the Shop Counter to talk to the shopkeeper. You can purchase items with 
Gold that you have accumulated; you can also sell off some of the items you 
have bought to raise some cash. Items sold will bring half of what you originally 
paid for them. There are five types of stores you will come across: 


Weapon Stores. Here you may purchase weapons and armor. 

Inn. You’ll need to check in for a good night’s rest every once in a while to 
restore HP and MP expended on your quest. Each of the various inns will 
charge different rates for their services. 

Item Stores. Available here are medical herbs and other items; you can also 
sell off unneeded items here. If you are traveling in a group, the total of the 
gold of the group will be displayed. 

Houses of Healing. Go here for cures to poison, curses or even death. You’ ll 
have to pay for Detoxicate, Uncurse or Revival. 

Lottery. Come on, take a chance: you may end up winning some gold. You'll 
need to obtain a lottery ticket to play. 


SUPER SECRET! 
Use the Copy a Quest command at the start of the game to make clones of your 
character if you want to experiment with several different ways to solve a 
problem. 


| ALWAYS WANTED TO KNOW 
Where is the Echoing Flute? Dive into the water and use the Search command. 
Return the lost treasures to Lianport, and you will be able to find the flute, which 
will help you find the crests. 

Great, now where are the crests? The Stars Crest can be found inside a tower 
on a small island; listen to the old man who will show you the way. The Sun 
Crest is near the Fire Monolith, while the Moon Crest can be found in Osterfair, 
The Water Crest is in an underground jail. The Life Crest is in Rhone. 

Okay, one last big one: Where is the Golden Key? Torval loves dogs. In the 
town of Zahan, you may meet a friendly bowser; follow him toa place to search. 


Dragon Warrior is a trademark of Enix America Corporation. © 1990 Enix America Corporation. 
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Heroes of the Lance: 
Advanced Dungeons and Dragons 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 19 


Three centuries have passed since the great Cataclysm befell Krynn. In the chaos 
that followed, Takhisis the Queen of Darkness has awakened the evil dragons to 
extend her dominion of the land. The only hope for Krynn are the Companions of 
the Lance. 

There have been many imitators over the years, but this game marks the first 
official adaptation of the original Dungeons and Dragons role-playing games to 
the Nintendo machine. 

In Heroes of the Lance: Advanced Dungeons and Dragons, we get to assemble 
an eight-character team of Companions and then accompany them ona fight to the 
depths of Xak Tsaroth to recover the platinum Disks of Mishakal, the symbol of 
the elder healing goddess Mishakal. To grab the disks, the companions will have 
to fight the black dragon Khisanth and a whole bunch of other unpleasant folk. 

Heroes of the Lance is based on the official D&D module called Dragons of 
Dispaire. There is a bit of action and a bit of a story, but the game is mostly a 
demand that the player choose to become completely submerged in the characters 
and world created on the screen. 

During the game, the screen is split into two sections. The upper portion of the 
screen depicts the action and battles, while the lower portion offers a directional 
compass and information about each of the characters. Should a character die in 
combat, their picture will be replaced with a tombstone reading “RIP.” Asan enemy 
approaches, the word “Combat” will appear below the compass. Each of the 
characters has a weapon they can use to conquer the enemy; some have both 
close-range and long-range weapons. However, only one member of your party 
may fight at a given time. 

When all of the characters in the party have been killed, the game is over. Heroes 
of the Lance is designed to take many hours to complete. While playing any game, 
it is possible to save the game to be continued later. Use the Save option at the 
Main Menu. Up to three different games may be saved. During the quest, itisa 
good idea to save the game after important battles, so if you make a mistake later 
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and the game suddenly ends, you can pick up from where the game was last saved, 
instead of having to start from the beginning. 

This is a very complex game, with an extremely detailed instruction manual; the 
computer versions of Advanced Dungeons and Dragons games have also spawned 
a whole series of thick books full of hints and strategies. This is most definitely not 
Pac-Man. One player only. 


MANUFACTURER: FCI. (708) 968-0425 


CHARACTERS 

There are eight characters in your rescue party. Each has unique powers and 
abilities that will assist you. Each of the characters of the game has different 
abilities with weapons as well as other abilities. Each element is assigned a score 
from 3 to 18; in addition any characters possessing a strength of 18 will have 
an additional number from 1 to 100 giving you an indication of just how 
exceptional their strength is. 

You can also examine Hit Points, which show how much damage each 
character can absorb before dying. Each time a character is hit by a monster, it 
will lose some of its Hit Points. 


Goldmoon. She is one of the two members of the group (the other is Raistlin) 
who start the game with magical staffs. Goldmoon is able to cast spells using 
the blue crystal staff. Goldmoon is the daughter of a Que-Shu chieftain, and 
is traveling with her intended husband, Riverwind. The staff is Goldmoon’s 
principal advantage. With it she can cure wounds, hold back enemies, raise 
the dead and deflect the acid breath of the dragons. 

Riverwind. Goldmoon’s boyfriend is second only to Caramon in Strength. 
Goldmoon’s father, the chieftain, did not approve of Riverwind as a son-in- 
law and sent him on a quest to find a magical artifact to prove the existence 
of discredited old gods. Riverwind came back from his journey a changed 
man, carrying a strange blue staff but with no memory of how he had obtained 
it. He is armed with a sword and bow and arrows. 

Tasselhoff. He is a Kender, a strange race that seem to be especially good at 
finding lost items. His weapon is something called a hoopak, which is part 
staff and part sling. 

Caramon. The strongest of the Companions. He is armed with a sword and 
throwing spear and is a fearsome warrior. This is rather strange, considering 
the fact that his twin is Raistlin, who is the weakest of all. However, Raistlin 
is a master magician. 

Raistlin. A runt at birth, he made up for his lack of strength by his mastery of 
magic. He can employ the magical staff of Magius. 

Sturm Brightblade. A powerful knight, he carries a particularly power two- 
handed magical sword. The Solamnic Knight were unfairly blamed for the 
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Cataclysm and are hated by the people of Krynn, but Sturm is nevertheless 
a most loyal fighter. 

Tanis. Half elf (on his mother’s side) and half human, but accepted by neither 
race, Tanis is an extremely strong and resilient fighter, armed with a bow and 
sword. 

Flint. This hill dwarf, armed with a magical Battleaxe and throwing axes, can 
absorb more punishment than any other of the Companions. He is good 
buddies with Tanis. 


The green bars to the left of the characters’ pictures indicate hit points. Hit 
points are how a character’s health is measured. The character pictured in the 
top left comer is the lead character. Each character begins with a different 
number of hit points. 

From the main menu, information about each character may be obtained using 
the Select button. This information is useful for choosing who will mount an 
attack on the enemy. In addition to short-range weapons, some of the characters 
have long-range weapons that must be prepared before use. The Use command, 
found under the Main Menu, is for this purpose. Additionally, when a character 
is going to use a magic spell, it is up to the player to decide which spell will be 
used. 

From the Main Menu, the lead character may be changed as often as you wish 
during the game. There are many reasons why you might want to change the lead 
character. For example, if another character has a weapon more suitable for fighting 
a specific battle, or if one character is losing too many Hit Points, it is a good idea 
to change the lead character. 


CONTROL PAD 
Arrows: Use the Right or Left arrows to move the lead character. To run, press 
the A button while moving. To jump while running, press the Left/Up or 
Right/Up arrow direction together with the A button. 

If the onscreen compass is surrounded by a red box, this is an indication 
that your character is standing next to a door or other opening. Press the arrow 
keys in the direction of the opening in order to pass through. 

“A” BUTTON: Run or Run and Jump. 

Also used to select menu options and spells, and to pick up an item you 
come across in the combat screen when used with the Take command on the 
select screen. 

“B” BUTTON: Use weapon. To make the character take part in combat, 
approach the enemy using the arrow keys and then press and hold down the 
B button. 

To attack high, press the B button together with the Left/Up or Right/Up 
arrow direction. To attack low, press the B button with the Left/Down or 
Right/Down directions. 
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Select: By pressing the Select button, the Main Menu of the game will appear. 
From here, it is possible to select a different character to take part in combat, 
select magical spells, use items found during the quest, and find out about 
experience points obtained. This is where your combat tactics must be 
planned. 


MAGICAL SPELLS 

Raistlin can cast powerful spells from his Staff of Magius when necessary. If 
Raistlin is the lead character of the party, he will fire the last spell selected each 
time the B button is pressed; if Raistlin is not the lead character but is in the 
front rank of characters (the first four) his spell can be selected from the Magic 
User Spells submenu; the spell will be fired automatically when you exit the 
Main Menu and return to the combat view. 

The staff holds just 100 charges at the start of the game, and the various spells 
require different amounts of charge to do their work. Here are the spells: 


Charm. Will stop most—but not all—monsters. Requires 1 charge. 

Sleep. Puts some creatures into a deep sleep. Requires 1 charge. 

Magic Missile. Fires a blast of energy. Requires 1 charge. 

Web. Snares most enemies in a sticky web. Costs 2 charges to use. 

Detect Magic: Makes any hidden magic item on the screen sparkle. Requires 1 
charge. 

Detect Invisible. Makes any invisible object able to be seen. Requires 2 charges. 

Burning Hands. A short-range blast of energy. Costs 1 charge. 

Final Strike. The ultimate magical weapon, this will release all of the remaining 
charges in Raistlin’s staff and kill everyone (including the Companions). It 
can only be used in a long-range attack. 


Clerical Staff Spells can be cast from Goldmoon’s blue crystal staff, which 
holds 200 charges. While she is alive, Goldmoon is the only one who can cast 
all of the spells; if she is dead, or incapacitated, then some of the spells can be 
cast by Riverwind, Sturm or Caramon. 

If Goldmoon is the lead character of the party, she will fire the last spell 
selected each time the B button is pressed; if Goldmoon is not the lead character 
butis in the front rank of characters (the first four) her spell can be selected from 
the Magic User Spells submenu; the spell will be fired automatically when you 
exit the Main Menu and return to the combat view. 

To cast a Healing spell, first choose the spell, then choose the character on 
whom the spell will be cast. Spells marked with an * below can only be cast by 
Goldmoon; others can also be cast by Riverwind, Caramon and Sturm in an 
emergency. 


Cure Light Wounds. Heals 1-8 hit points of damage on a particular character. 
Costs 1 charge. 
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Protection from Evil.* Weakens any evil characters near the party. Requires 
1 charge. 

Find Traps. Shows any hidden traps on the screen. Requires 2 charges. 

Hold Person.* Binds some creatures to allow an attack. Requires 2 charges. 

Spiritual Hammer.* Creates a magical throwing hammer, at a cost of 2 
charges. 

Prayer.* Gives a bit of extra protection to the party, at a price of 3 charges. 

Cure Critical Wounds. Heals from 6 to 27 Hit Points of damage ona character, 
at a cost of 5 charges. 

Raise the Dead.* A handy ability, itrestores characters to life for just 5 charges. 

Deflect Dragon Breath. For just 10 charges, this will protect the party from the 
awful acid breath of the black dragon. While this spell is in effect, the lead 
character will blink. 


MAGICAL POTIONS 
There are five types of magic potions available. Each offers differing powers 
and can be taken and used by any character. 


Green. Healing. Red. Charms monsters. 
Blue. Extra healing. Orange. Extra strength. 
Yellow. Extra heroism. 


SPECIAL ITEMS: Other special powers include: 
Ring. Magical rings of protection that are very useful in close combat. 
Gem Ring. Even better rings. 
Scroll. Allows Raistlin to cast a magic missile spell or a lightning bolt spell; 
can be used only once. 
Wand. Another special power for Raistlin, it allows him to cast the magic 
missile spell three to five times. 


SCORING POINTS 
Asenemies are killed in combat, the party receives experience points. The points 
are also available by grabbing items found along the trail. Values are 


Bracelet: 5,000 Experience Points. 
Disks of Mishakal: 2,000 points each. 
Hunting Knife or Shield: 100 points. 
Coins, Gold, Silver: 50 points. 

Gold or Silver Chalices: 50 points. 
Gems: 10 points. 
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POWER PLAYER HINTS 

The Bozak Draconian are long-distance spellbinders, and best kept at a long 
distance themselves. Trolls are pesky little fellows who heal quickly, and thus 
should be killed before they recover. The only way to dispatch a Spectral 
Minion is to use magic, since these guys aren’ treal anyhow. The Giant Spiders 
are not going to hurt you by themselves, but they can get in the way when you 
are fighting another enemy. One of the most dangerous is the Wraith, which 
attacks the strength level of your lead characters; don’t bother with swords and 
bows and arrow, but instead go right after them with magic weapons and spells. 
Watch out also for Hatchling Black Dragon, the children of Khisanth, the 
guardian of the disks. They spit streams of acid. Aghar, also known as Gully 
Dwarves, are relatively minor problems. 


Heroes of the Lance is a trademark of Fujisankei Communications International, Inc. © 1990 TSR, 
Inc. © 1990 Strategic Simulations, Inc. Advanced Dungeons & Dragons, AD&D and Dragonlance are 
registered trademarks of TSR, Inc. 


MegaMan 3 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 9 SOUND: (1-5) 3 


RESPONSE: (1-10) 8 FUN: (1-10) 8 
ULTIMATE RATING: (0-35) 28 


We have seen the future, and it is Mega. 

MegaMan 3, the third in the series of adventures of the cute little super-hero. 
After two crushing defeats at the hands of Mega Man, Dr. Wily has decided to give 
up his evil ways. In this game, he joins Dr. Light, the creator of MegaMan, in a 
project to create the ultimate peace-keeping robot, called “8.” 

Ah, but even that lofty goal does not come easy. It seems that the last energy 
components needed to complete the “8” project are hidden on eight minin g worlds. 
For some reason—could it be sabotage?—the robotic work forces of each of these 
planets rebel and begin to attack all visitors. 

Dr. Light decides that he has no choice but to send in his A Team: Mega Man, 
accompanied for the first time by his loyal (but strange) new dog named Rush. 
Rush can be transformed into a multiple transportation vehicle on command: 
choices include a jet-powered platform, a submarine and other tools. 

Mega Man 3 includes no less than 21 levels of play in its 3-megabit cartridge. 
More so than with almost any other sequel game series we have seen—with the 
exception of another very fine piece of work, the Super Mario Bros. series—there 
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is a great sense of continuity from one game to another. And, we also appreciate 
the tremendous attention to detail and to a sense of fun in this cartridge. 
There are eight new super robot enemies to defeat: 


Magnet Man. He flies overhead, carrying a powerful magnet with which he 
tries to attract—and destroy—our hero Mega Man. This challenge takes place 
inside a fortress factory with generators and other pieces of machinery. 
Magnet Man will come down to Mega Man’s level and face him machine to 
superhero; yov’ll have to resist his magnetic force field for as long as you 
can, tuming and firing each time he pauses for a recharge. 

Gemini Man. This level is set on the far-flung moon that floats in and among 
several Saturn-like planets with rungs. Beneath the surface of the planet 
you'll find strange underground caves stocked with strange fish-like crea- 
tures and dragon files. Hint: Call your dog Rush and hop on board the jet 
platform and fly up as high as you can. You'll be out of the range of most of 
the enemies that way. 

Hard Man. This is a world set in a mountain mesa. Beware of buzzing bees 
overhead, and leaping leepers down below in the caves. 

Shadow Man. This level includes some unexpected blackouts where you can’t 
see, but you certainly can be seen. We particularly liked the blood-red 
waterfalls in the entry scenes. 

Needle Man. The early action of this level takes place on the deck of a strange 
warship, somewhat like the pirate ship of Super Mario Bros. S: 
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Spark Man. You’re inside a multilevel machine. Spark Man is like a floating 
electrical plug; he’ll try to shock you. His special weapons are great balls of 
electrical plasma. 

Top Man. Here isa factory full of strange devices, including robotic bulldozers 
(we swear that the drivers bear a particular resemblance to Grover, from, 
Sesame Street.) You’ll know you are near Top Man when you see his 
spinning tops. You’ll know you are in trouble when he casts them into the 
sky to hover—and eventually fall—on your head. 

Snake Man. We found this to be the most difficult challenge, at least in the 
early prototype version of the game. The opening scene is set along the scaly 
body of this great mechanical snake; it will keep popping up and spitting out 
projectiles. Try to shoot off its head before it spits at you. 


Just as with the earlier Mega Man adventures, when you defeat a boss you pick 
up his special power to take with you as you go to the next level. And, once again, 
you can choose to take on any world you want in any order you choose. Therefore, 
the key to winning this game will come down to choosing the right order for the 
worlds you visit. You should also make good use of the special abilities of Rush 
to get you over or under some of the more difficult challenges. 

And, you should master an important new technique: the Mega Man slide. Press 
the Down arrow and A button to have our hero scoot down and slide across the 
stage in the direction he is currently pointed. This is the only way to get through 
some very low overheads, and also a wise way to get below some low-to-the- 
ground enemies. 

This game seems certain to be a mega-hit among arcade game fans. 


MegaMan 3 is a trademark of Capcom. © 1990, Capcom, Inc. 
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Ninja Gaiden II: 
The Dark Sword of Chaos 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND: (1-5) 4 


RESPONSE: (1-10) 6 FUN: (1-10) 7 
ULTIMATE RATING: 24 


“Telegram for you, Mr. Hayabusa!” 
Yes, its the return of the avenging Ninja, Ryu Hayabusa in the continuation of 
the hit game Ninja Gaiden. Kick and punch games are not everyone’s cup of tea, 
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but if you like this sort of thing, then we think you’ ll find that Ninja Gaiden II to 
be special in its intricate plotting and beautifully detailed graphics. 

The game draws its name from the Japanese word “gaiden,” which means 
telegram. In the original game, Ryu receives a message from his father. Tt seems 
that Ken, head of the Hayabusa clan and guardian of the Dragon Sword, has been 
defeated in a mysterious duel. His message advises Ryu to take the Dragon Sword 
and go to, of all places, America. 

The whole story goes on for six pages in the instruction manual. You'll find 
some interesting clues here and there in the story, but the important lesson is this: 
Trust no one and keep on fighting. 

The initial challenge takes place at night on the streets of a big city, and up and 
down the walls of the buildings there. Ryu is carrying one of his basic weapons, 
the Throwing Star; this will fly straight out and injure any enemy it hits. A more 
powerful throwing star is called the Windmill, which can cut right through an 
enemy and keep flying to the edge of the screen and then come flying back. One 
player only. 


MANUFACTURER: Tecmo 


CHARACTERS 
You are Ryu Hayabusa, son of Ken and an all-round rough-and-tough Ninja 
kid. You will also meet again Irene Lew, a top agent of the CIA and one 
good-looking young lady who may have had a fling with Ryu. Then there is 
Robert T.S.; we don’t know whose side he’s really on. 
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And finally, there is Ashtar, the evil lord and leader of the Demon clan, who 

is the secret controller of Jaquio. From what we understand of the story, Ashtar 

seeks to channel the underworld power that emanates from the Gate of Darkness 

in order to take over the world. Jaquio—like Ken in the original story—is not 
really dead, as Ninja Ryu will soon find out. 


CONTROL PAD 
Arrows: The Left or Right arrows move the Ninja in those directions. The Down 
arrow makes Ryu crouch. 
The Up and Down arrow can also be used to make Ryu climb up or down 
a ladder or wall. 
“A” BUTTON: Jump. 
“B” BUTTON: Controls sword. 
Start: Starts the game, pauses the game and skips over the various Cinema 
Display scenes in the game. 


WALL MANEUVERS 
Among your best offensive moves are those that are off the wall. 

Climb up a wall or ladder and hold the arrow key that faces away from the 
wall while pressing the A button to jump-kick off the wall. 

Or, make an attack from the wall using one of the power boosting items. Press 
the arrow keys to the left or right and then press the B button and the special 
item will move in the direction of the arrow. If you press the B button without 
Pressing an arrow key, the item will fly in the direction that Ryu is facing. 

One of the most difficult positions that Ryu can get into is to fall into one of 
the chasms. The way out is to use the special Kick-off J ump. Climb up as high 
on the wall as you can, and then kick off and hump to the opposite wall. Quickly 
press the arrow key in the opposite direction and hold down the A button to jump 
up in the air and out of the chasm. 


SPECIAL.ITEMS 
Throughout the game, keep an eye out for red Dragon Spirit Crystal Balls. Cut 
them with your sword—you’ll have to jump up or down for many of them—in 
order to free up Power-Ups. The special items include: 


Ninja Power. Look for the blue (10 points) and red (full power) Ninja Power 
markers (a Japanese character in a box) to boost Ryu’s strength for Ninjutsu 
fighting techniques. 

Scroll of the Spirit of the Dragon. Grab one of the rolled scrolls to increase 
the maximum level of Ninja power for Ryu. 

Phantom Double. Look for the red hooded Ninja symbol to gain the ability to 
split your body into one, or even two, additional Ninja fighters who will 
shadow your every move and greatly increase your fire power. The split-per- 
sonality is especially useful in battling the boss of Stage 3. 
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1-Up. An extra life is to be had by grabbing the blue hooded Ninja symbol. 

Recovery Medicine. Take one of the small flasks to increase Ryu’s remaining 
strength six-fold. 

Bonus. Blue bags of gold are worth 1,000 points and red bags a cool 2,000 
points. 


POWER BOOSTS 
Special weapons will help you battle the bad guys, but they do come at a price. 
Each of the special weapons will use up some of your Ninja power. (The 
available Ninja power points are shown at the bottom left of the scoreboard at 
the top of the screen.) You can earn back points by defeating enemies and 
grabbing special items from the crystal balls. 


Throwing Star. A basic weapon, all you’ve got to do is face an enemy and 
throw it at him. Uses 5 points of power. 

Windmill Throwing Star. This thing can slice through an enemy like a hot 
knife through butter, and then fly back into your hand. Once you throw it, be 
sure to jump up in the air so that the sharp star won’t fly back and hit you. 
You'll also have to take care in where you throw the star: if you throw it off 
the screen, you will lose it. Uses 10 points of power each time. 

Art of the Fire Wheel. A real flamer, it costs 8 points to use. 

Fire Dragon Balls. Converts the energy of the Dragon Sword into balls of 
electrical power. Requires 8 points of power. 

Invincible Fire Wheel. With it, Ryu can summon up flames that will circle 
around him for a few seconds, and during that time he is not only a fearsome 
attacker but also invincible. A special technique will increase the value of 
this already-fearsome weapon: the wheel of fire will come flying to Ryu from 
the bottom of the screen when he summons it, so to get the most toast for 
your buck try to lure an enemy to stand between Ryu and the source of the 
fire. You cannot use the Invincible Fire Wheel when you have other items in 
your possession, and this big weapon requires 15 points of power. 


ENEMIES 
The principal plug-uglies of this game are members of the Demon Clan. Here 
are a few of their mutated selves: 


Dando—the Cursed. This hairy monster includes the wandering spirits of the 
long-dead Vikings. He’s the last guy you’ll want to get very close to, not just 
because he excels at hand-to-hand combat. 

Baron Spider. Half-man, half-spider, all pain. 

Funky Dynamite. A cyborg based on the giant Commodore lizard, this guy can 
move real fast and throw a nasty fire bomb. You really don’t want to sitdown 
and have a long talk with him. 
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Naga Sotuva. Also known as the Underworld Water Dragon, this is a living 
dinosaur. 


POWER PLAYER HINTS 
Baron Spider, the boss at the end of level 2-3 is one creepy creature. He is, of 
course, the result of some scientific experiment gone awry and you might want 
to feel sorry for this half-man, half-spider creature, except that he insists on 
trying to drop his pet monster spiders on you from above. When you try to climb 
up the walls to attack him man-to-spider, he’Il jump off the ledge. The best way 
to attack him is in mid-air. 

Jump up on water towers and other structures you will find on the roofs and 
streets of the city to give yourself a launching platform for your attacks and 
defenses. Jump over—or punch first—the little red rat-like character you’ ll meet 
early in the game on the upper roofs, before he can touch you. 


Ninja Gaiden II is a trademark of Tecmo, Inc. © 1990 Tecmo, Inc. 
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Skate or Die 2: 
The Search for Double Trouble 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 8 SOUND: (1-5) 5 


Tie 
Se 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 24 


This game is radical, dude. You’ll know that right from the very start when the 
computerized voice inside the cartridge does a Max Headroom imitation: “Skate. 
Skate or Die. Die. Die. Die.” 

This cartridge includes the clearest collection of audio phrases we have yet seen 
in an Nintendo cartridge. Your main man Rodney will advise you to “Skate 
Straight.” Lester will tell you, “No way, dude.” And we were happy to hear the 
return of a good old term that over the years has gone from surfer lingo to hippie 
talk and then back to skateboarding, “Groovy!” 

The graphics are groovy, too. They are very detailed, kind of like the scenes in 
“Teenage Mutant Ninja Turtles.” 

There’s a story line, too. At the start of the game, you are a happy-go-lucky 
surfboarder, but you manage to royally tick off the mayor’s rotund wife, which 
means that the mayor himself is none-too-pleased with you. Hizzoner tears up your 
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favorite halfpipe playground. So in the second stage, you and your gnarly friends 
take jobs (is nothing sacred!) as delivery people. Of course, you use your skate- 
boards as means of transport. One player only. 


MANUFACTURER: Electronic Arts. 
CHARACTERS: You and your board, dude. 


CONTROL PAD 
The various challenges in the game require different moves, and change 
depending on the direction you are moving. 


Arrows: Moving from left to right, use the Right arrow to speed up and the Left 
arrow to slow down. 
Moving from right to left, use the Left arrow to speed up and the Right 
arrow to slow down. 
Ineither direction, use the Up arrow to move up or in, and the Down arrow 
to move down or out. 
“A” BUTTON: Press to jump. To go up curbs and steps while moving, press 
the A button and the Up arrow at the same time. 
“B” BUTTON: Firing Your Weapon. Press, together with the arrow for the 
direction you are facing, to fire your main weapon. Let’s put it another way: 
If you are moving to the right and want to fire to the right, press the B button 
and the Right arrow; to fire to the left, you have to be moving to the left and 
press the B button and the Left arrow. 
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Doing a Move. You start out the game with three special moves—1: Eggs; 2: 
Paint; and 3: Duck. You will be able to program special moves into your Rad 
Pack later. To perform the assigned moves, hold down the appropriate arrow 
key and press the B button at the same time, as follows: 


When moving to the left 
Move 1: Up Arrow. Move 2: Right Arrow. 
Move 3: Down Arrow. 
When moving to the right 
Move 1: Up Arrow. Move 2: Left Arrow. 


Move 3: Down Arrow. 


SPECIAL ITEMS 
As you travel around the city, you will find many special items hidden here and 
there. Look for and collect the following: 


Cassette Tapes. Can’t have enough tunes, can you? 

Tacos. Can’t get enough grub, either, right? 

CDs. An alternate form of music. 

Chili Fries. And an alternate form of deep-fried grease. Yum! 


FRIENDS: 
Your two main friends in this game are Rodney—only of the best (and only) 
skate shop in Elwood—and his bodacious son Lester. Rodney will introduce 
you to the rules of the game at the start and one or the other of the two guys will 
Pop up from time to time with suggestions. They’! also offer to trade you tricks 
and boards in exchange for some of the food or tunes you have collected. 


THE RAD PACK: 
Also known as your bag of tricks, your Rad Pack is where you will store extra 
boards, tunes, munchies, cool moves and other goodies you have collected in 
the game. Press the Select button to examine the contents of your bag. From the 
screen, you can use the Up or Down arrows to highlight options, and the Left 
or Right arrows to change settings. 
At the bottom of the screen, you can see information including your next 
destination and whether you have a building permit (necessary for level 4). 
Available settings are 


Tricks. Here you can choose different Special Moves. 

Board. You can change boards if you have others in your bag. Once you give 
up your Pokey or Slipstream board, though, they will be gone forever. Here 
are the available boards: 

Pokey. The very slow model with which you start the game. 
Slipstream. Better. 
The Rocket. Much better. 
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Hangtime. Not much speed, but super jumping ability. 
Afterburner. Super speed, but so-so jumping. 

Weapon. You may switch your main weapon. 

Tunes ’n Munchies. Your accounting of goodies you have to swap with Rodney 
and Lester. 

Ammo. An indicator of how much ammunition you have available. Paint is 
counted in clips of 16 shots, while eggs and M-80s (firecrackers) are counted 
individually. 


SPECIAL MOVES 
180° Kickturn. A quick turnaround back the way you came. 
Skid Stop. Putting on the brakes. 
Duck Shoot. Duck down and shoot at the same moment. 
180° Ollie. Jump and turn. 
720° Kickturn. Spin around twice like a tornado; a useful offensive weapon 
against bad guys. 
Brick Wall Stop. An even faster stop. 
Tail Bump. Sends projectiles away from you. 


NUMBER OF LEVELS 
There are four levels of the game that lead up to the final Double Trouble 
half-pipe competition. The levels are 


Level 1: Mad Dogs in the Streets. For some reason, the mayor’s wife has 
declared war on skateboarders. You can’t avoid her forever if you want to 
get to the upper levels, so check out the warehouses—but be sure to load up 
on weapons first. Nasty characters you will meet include Ravenous Pitbulls, 
Obnoxious Skaters, Punching Gators and Sewer Rats. 

Level 2: Money in the Mall. The mayor has wreaked his vengeance by tearing 
down the ramp, but you and your buddies decide to put aside all of your most 
cherished beliefs and get jobs to earn money to build your own. The job you 
get, of course, counts on your speed as a skateboarder to deliver packages in 
the mall. Watch out for the zombie shoppers, and mean Officer Renckley and 
don’t be late more than four times. 

Level 3: Blowin’ Along the Boardwalk. Rodney’s plans for the new ramp get 
blown out the window and onto the boardwalk, heading for the surf. You’ ve 
got tocollect all 16 pages. Watch out for the Crunchy Crabs (stomp ’em) and 
the Mad Gulls. 

Level 4: Rooftop Mania. Now its the building permit that’s been snatched. 
Icepick has grabbed it, along with your girlfriend C.J. (We knew there had 
to be akidnapped princess in here somewhere.) You’ ve got to avoid Icepick’s 
gang, grab the permit and get back to the warehouse to save C.J. 
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The Double Trouble Competition is the capstone to the game. (See Power 
Zooming for a way to jump directly to the pipe if you don’t want to play the 
entire game.) 

To increase your speed, press the “A” or “B” Button as your skater enters 
the “pump” zone, which is where the ramp first starts to curve upwards. Pay 
attention to the speed indicator on screen to see which moves you are capable 
of accomplishing. 


You will score points for special moves you can perform at the lips of either 
of the two ramps, or in the center of the ramp. Moves include: 
Off the Lip Moves 
Speed 1: 
Rock & Roll. Press the A button and the Left or Right arrow as you enter 
the trick zone at the top of the ramp. 
Kick Turn. Press the B button and the Left or Right arrow in the trick zone. 
Speeds 2-3: 
50/50 Axle Grind. Press the A button and the Left arrow. After you’ve done 
the trick, press the “A” or “B” Buttons to come out of the move. 
Hand Plant Invert. Press the A button and the Right arrow. After you’ ve 
done the trick, press the “A” or “B” Buttons to come down. 
Foot Plant. Press the B button and the Left arrow. You will come down 
automatically. 
Railslide. Press the B button and the Right arrow. Press the “A” or “B” 
Buttons to come down. 
Speeds 4-5: 
Airwalk. Press the A button and the Left arrow. 
McTwist. Press the A button and the Right arrow. 
Judo Air. Press the B button and the Left arrow. 
Finger Flip. Press the B button and the Right arrow. 
Airborne Moves 
All Speeds: 
Ollie Air. Press the A button when you are in the trick zone and then the 
Left or Right arrow to rotate. Press the “A” or “B” Button to stop rotation. 
Aerial Air. Same as above, using the B button in the trick zone. 
Speeds 2-5: 
Rocket Air. Press Left arrow when you are in the trick zone, and once 
airbome press the “A” or “B” Button to come out of the move. 
Tail Lean. Press Right arrow when you are in the trick zone, and once 
airbome press the “A” or “B” Buttons to stop. 
SPECIAL CENTER RAMP MOVES 
Speeds 3-5: 
Loop. Hold down the A button and press the Left or Right arrow while in 
the trick zone. Press the “A” or “B” Button to stop rotation. 
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Tip Over. Press the B button and the Left or Right arrow while in the trick 
zone. Press the “A” or “B” Button to stop rotation. 


In the Double Trouble competition you will earn points for each trick 
completed, as well as time bonuses for seconds remaining on the clock and board 
bonuses for extra boards still left. 


NUMBER OF LIVES 
You start out with 16 life points, losing them when you fall off your board or 
suffer some other indignity including losing arguments with rats and dogs or 
being hit by a weapon. 


POWER ZOOMING 
To jump directly from the opening level and skip over Levels 1-4 and go straight 
to the Double Trouble competition, hold down the B button and press Start 
from the opening screen. 
Once you are into Levels 2-4, you will be able to continue your game. You 
will be given a full set of life points, but your weapon store will be reset to just 
three each of paint clips, eggs and M-80s. 


Skate or Die 2 is a registered trademark of Electronic Arts. © 1990 Electronic Arts. 


Snake’s Revenge 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 20 


Lt. Solid Snake, the hero of Metal Gear, is back for his revenge. 

The bad guy in this game is named Higharolla Kockamamie, and he is locked 
away in his heavily guarded Fortress Fanatic. And your assault will take you to 
places like Ishkabibil and where you will fight against people like Col. Vernon 
CaTaffy. We kid you not. 

All silliness aside, Snake’s Revenge is a very intense guerilla warfare game, 
along the less-detailed lines of games like P.O.W. You star as Snake, head of the 
Fox Hound Battalion, and as the adventure begins, you are on board a radar-invis- 
ible Stealth helicopter heading for the drop zone where you will launch your assault 
against Higharolla’s Ultra-Sheik Nuclear Attack Tank. Your goal will be to 
penetrate Fortress Fanatic. 
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Your instructions from headquarters ask you to find out if the attack tank is 
actually Metal Gear 1, the nuclear weapon-carrying super tank you thought you 
had destroyed three years before. 

There are many valuable hidden weapons and military equipment scattered 
about. In order to enter some of the rooms and to advance through the enemy 
buildings to the end, you must obtain eight different Pass Cards. Each contains the 
secret code for a particular door. While you go through the fortress, you should 
also release—and interrogate—captives you find. They may have some important 
information for you. One player only. 


MANUFACTURER: Ultra. (708) 215-5111 


CHARACTERS 
You are Solid Snake, leader of the Fox Hound Battalion and an all-around tough 
guy. According to your bio, you possess a black belt in no less than 32 forms 
of Oriental combat and are skilled in every weapon known to man. Even so, you 
take along three assistant commandos: 


J.T. John Turner, an Air Force intelligence officer, is renowned as the greatest 
camouflage artist on earth. 

La Bomba. Nick Myer gets his nickname from his favorite activity: blowing 
things sky-high. 

Jennifer X. A woman of mystery, she is an expert infiltrator, currently posing 
as a computer expert within the nerve center deep within Fortress Fanatic. 
Her nickname is Yr. Person. 
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CONTROL PAD 
Arrows: Press to move your commando up, down, left or right on the screen. 
Ina horizontal screen, press Down to lie on your stomach and press Left 
or Right to crawl. 
“A” BUTTON: In the main screen, press to use weapons or equipment. 
In a horizontal screen, press to jump. 
“B” BUTTON: In the main screen, press to punch or stab. 
In a horizontal screen, press to use a weapon. 
Select: Press to display the Mode Selection subscreen. Use the arrow keys to 
move the cursor to Weapon, Equipment or Transceiver and press the A 
button. 


In the Weapons Mode, there are two sections: A and B. In the A section, you 
can decide which of the weapons you possess is best for the current situation. 
In the B section, you can choose between hand-to-hand fighting with your fists 
or with a knife. Use the arrow keys to highlight your choice and then press the 
A button to lock it in. 

In Equipment Mode, you can choose special items—like an oxygen tank if 
you find yourself underwater—or one of the Pass Cards to unlock a closed door. 

Go to Transceiver Mode to respond to a Call Signal or to try to send a 
message of your own to a member of your commando team. Move the cursor 
next to the name of the person you want to talk to and press the A button. If 
they don’t have anything to say, they won’t respond. Another option from this 
screen is the Detection Channel; switch to this channel and press the A button 
to see a map that will show the location of any hidden transceivers. 

When you have finished making changes, move the cursor back to the 
subscreen and onto the RTN command and press the A button again. 


NUMBER OF LIVES 
You have but one life to lose—made up of six life units at the start. You can 
restore some or all of your life units by eating rations. 
You can increase your life line—and your rank—by rescuing hostages. 


WEAPONS 
As you move through your commando assignment, you will be able to pick up 
many special weapons. Remember to visit the Selection subscreen to choose 
the proper device for the current problem. Your basic weapon, along with your 
fists, is the ACME Official Commando Knife. Higher-tech weapons include: 


Beretta M92. A powerful handgun, it can be fitted with a Silencer that will 
help your sneak attacks. The H&K MP5 Machine Gun can also use the 
Silencer. When you start the game, you will have just 40 bullets for the hand 
gun, so use the shots carefully. 
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M31 Shot Gun. Another type of firearm. Use to illuminate a dark scene. 
Boomers include an M67 Grenade, a Claymore Mine, a regular Mine and a 
package of Plastic Explosives. 


You also have access to Guided Missiles. Once fired, use the arrow keys to 
steer the missile toward its target; while you are controlling the missile, you will 
be unable to move. 

If you can get close enough to an enemy to fight him hand-to-hand, you will 
be able to save your ammunition. It takes one knife thrust or three punches to 
bring down an enemy. 


SPECIAL ITEMS 
Look for the following important devices as you go through the fortress. They 
may present the only way to survive: 


Antenna. Extends the range of your transceiver. 

Antidote. A good thing to have in your kit; drink it quickly if you are poisoned. 

Backpack. Allows you to carry twice as many missiles and mines. 

Body Armor. Reduces injuries by as much as half. 

Boots. Nice to wear when you’re walking across boards with poisoned nails. 

Bugging Kit. Allows you to eavesdrop on enemy conversations taking place 
behind walls. 

Clairvoyant Binoculars. They’re so strong, you can see right through some 
walls. 

Dry Cell. Replacement battery power for your transceiver. 

Infrared Goggles. Lets you see alarm sensors before they see you. 

Mine Detector. Locates enemy mines. 

Oxygen Tank. Air for underwater adventures. 

Pass Cards. Key codes for locked doors. 

Power Armor. Super Snake! 

Rations. Even a super-hero has to eat; these will restore your life line. 

Smoke Bomb. Sends a signal to your squad. 

Truth Gas. You have ways to make them talk! 

X-ray Detector. Detects weak spots in the wall; you can blast through them 
with explosives or bust through them in Power Armor. 


POWER PLAYER HINTS 
If your Life Line runs low, switch to the subscreen and select some of your 
rations before you are too weak to continue. 
Search for the Silencer in the jungle; it will help you sneak up on the enemy. 


USING PASSWORDS 
You can choose to continue a game when you lose all of your life units, or you 
can receive a password that will include your current rank and weaponry. 
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Here are a few sample passwords that will let you take a peek deep into the 
game. To explore deep into the Fortress in the first level with a well-stocked 
armory, enter the following: 


LQ25 ZANG 5%V YRRV 
2T2Y N6V2 7RZ3 66 


For a try at the areas just past the difficult train area, try this code: 


H655 J8?K R?4J XP9V 
!R87 RY7? N-NG 49 


Snake’s Revenge is a trademark of Ultra Software Corp. © 1990 Ultra Software Corp. 


Super C 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 7 SOUND: (1-5) 4 


RESPONSE: (1-10) 7 FUN: (1-10) di 
ULTIMATE RATING: (0-35) 25 


He’s back! The strange mixture of jungle warfare, high-tech weaponry and aliens 
that propelled Contra to the top of the charts is here again in Super C as Mad Dog 
and Scorpion, two of Earth’s most capable guerrilla warriors are back fighting 
against their worst enemy, Red Falcon, and his army of intergalactic criminals. 

Super C is one of the fastest-paced Nintendo game cartridges around and not 
surprisingly, one of the more difficult. The key to success for this game is speed. 
Whatever you do, don’t stop firing your weapon. The enemy is everywhere. One 
or two players. In the two-player game, both can fight together. 


MANUFACTURER: Konami 


CHARACTERS 
You are Sgt. Bill Ko (code-named Mad Dog); player 2 will be Corporal Lance 
(also known as Scorpion). Together or alone, you’ ll set out once again in mortal 
combat against Red Falcon. 


CONTROL PAD 
Arrows: Move Left or Right on the screen. Press the Down arrow to make your 
character lie down. 
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“A” BUTTON: Jumps in the direction indicated by the arrow key. Forexample, 
to jump to the right, press the Right arrow key together with the A button. 
To shoot in the upper left direction, hold down the arrow key in that direction 
and press the A button. 

“B” BUTTON: Shoots in the direction indicated by the arrow key and the 
movement of the player. For example, to shoot to the left, hold the Left arrow 
and press the B button. 


NUMBER OF LEVELS 
There are eight treacherous levels in the game: 


Level 1: Gates of Fort Fire Storm. Beware the alien in Sergeant’s clothing. 

Level 2: Fort Fire Storm Command Center. The key to this level is to 
concentrate on getting past the big guns. You don’t necessarily have to 
destroy them, either. Try to time your run for the few seconds when the gun 
turret has swung away from you. 

Level 3: Tropics of Torture. Watch for the Babalu Destructoid Mechanism. 
From the ground will come deadly mortar cannon weapons, which you must 
destroy or avoid. The pretty green jungle is boobytrapped, too. When in the 
water, you can avoid enemy fire by holding your breath and going under 
water. As with many of the enemies in this game, sometimes the best way to 
defeat a challenger is to avoid it. Try jumping on top of Babalu. 

Level 4: Lair of the Jungle Aliens. The Inner Base includes a deadly Laser 
Shower. The trick to defeating it is to carve outa safe space in the middle of 
the showerhead with your Spreader weapon and then take out the sides. 
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Level 5: Massacre Mountains. Home of the Krypto-Crustacean. 

Level 6: Jagger Froid’s Fruit-of-the-Doom Defense Line. Duck! It’s Lip-O- 
Suction! 

Level 7: Radioactive Lava Fields. Home of the Temple of Terror. Use the 
Spreader; there’s one in the capsule to the right just as you fall out of the 
bubble tunnel. 

Level 8: Red Falcon’s Poison Palace. Here you’ll meet Jagger Froid’s Spit 
Soldier and then the Falcon itself. 


NUMBER OF LIVES: Three to start. 


SECRET WEAPONS 
You'll start the game armed only with a rifle, which will not be nearly enough 
firepower. Butif you can find the time to shoot the bouncing Power-Up Capsules 
(they look remarkably like footballs) or the Pill Box Sensors they will turn into 
Hawks. Grab the Hawk with your player and you will improve your weaponry. 
Most of the Hawks are marked with letters indicating the power they bring: 


M. Improves your rifle to a Machine Gun. 

S. The Spread Gun sprays bullets in five directions. 

L. A Laser weapon. 

F. F is for Flame Thrower: release the arrow keys and press the B button to 
make toast. 

R. Rapid Fire. 

B. The Barrier will make you invincible for a short period of time. 

Mega Shell. This weapon, not identified on the screen, will destroy all enemies 
present. 


SUPER SECRET! 
This is not an easy game, even with 10 lives to start. What? Ten lives? How? 
At the title screen, press the following keys: Right, Left, Down, Up, A, B and 
then Start. Even better, you will have 10 men in every continued game, too. 


POWER PLAYER HINTS: Usea joystick with a turbofire feature. 

And your chances of success are more than doubled if you have a friend 
playing alongside. 

Jump up into the air and curl yourself into a ball to avoid some of the enemy’s 
fire; it won’t make you invulnerable, but it will make you a smaller target. And, 
you can continue firing while you’re all balled up. Think about it. 

Watch out for soldiers firing at you from above; aim your weapon up to take 
them down. 

Remember where the enemies hide, because they always use the same hiding 
places in every game. 
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Look over your shoulder: an enemy may be gaining on you while your 
attention is directed to the front. There are times when you will need to alternate 
your fire in two directions; these are very valuable moments to have a partner 
in the game. Be fast with your trigger finger. Don’t think you can outrun the 
enemy, because most of the time you can’t! 

In Level Three, shoot up into the trees to destroy the mortar shells before they 
land on your head. 

Also in Level Three, take care in the earthquake zone. You don’t want to step 
on an unstable section. Jump from a safe area into a new area and then quickly 
jump back to the safe place; you can watch to see the reaction of the land where 
you landed briefly before you go on. 

In Level Four, the cannons have only a limited number of bubbles. You can 
wait them out before proceeding. 

When you make it to Level Seven, you can defeat the fungus by kneeling 
down to get out of its line of fire; shoot for its head. 


Super C is a trademark of Konami Inc. © 1990 Konami Inc. 


Super Mario Bros. 3 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 8 SOUND: (1-5) 5 


RESPONSE: (1-10) 8 FUN: (1-10) 9 
ULTIMATE RATING: (0-35) 30 


Mario. Mario! MARIO!! 

Bowser is back, this time aided by his seven lovely children: Larry Koopa; 
Morton Koopa Jr.; Wendy O. Koopa; Iggy Koopa; Ludwig Von Koopa; Lemmy 
Koopa and Roy Koopa. The kiddies have been sent out to disrupt the peaceful 
Mushroom World by stealing the royal magic wands from each country, and 
turning the kings into animals. Mario (and good brother Luigi in the two-player 
game) set out to recover the wands and restore the kings to human-like forms. 

This is your basic, wonderful Mario world, filled with strange creatures like 
Buzzy Beetles, Boo Diddlies, Dry Bones, Ptooie Pirana Plants and Munchers. In 
fact, SM3 is the most detailed and complex Mario adventure ever, enclosed in 
Nintendo’s first three megabit cartridge. (The original Super Mario Bros. was only 
one-twelfth as large at 256 kilobits and Super Mario Bros. 2 only two-thirds the 
size, at 2 megabits.) 
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We’ ve covered a lot of the nitty-gritty of this game in this chapter, and we’ve 
added an expanded “I Always Wanted to Know” section with a whole bunch of 
ultimate tips to help you get deep into the game. 

Here’s a pop quiz, class: In how many Nintendo games has Mario and/or his 
brother Luigi made an appearance? You’ll find the answer at the end of this section. 
One or two players. 


MANUFACTURER: Nintendo. 
CHARACTERS: Hey, who do you think? Mario and Luigi. 


CONTROL PAD 
Arrows: The Up arrow has several uses. 
When Mario stands in front of a door, pressing Up will make him enter. 
Press the A button with the Up arrow to make Mario enter into an 
upside-down pipe. 
Press the A button with the Up arrow to make Mario jump up out of the 
water. 
The Down arrow also has several uses. 
Press the Down arrow to make Mario (except for Frog Mario) squat down. 
The Down arrow can also be used to make Mario descend into some of 
the pipes. 
Use the Down arrow with a directional arrow to make Mario (except for 
our Frog friend again) slide down hills. 
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Use the Left or Right button to go in those directions. Hold down the B 
button with an arrow to make Mario run. 

When Mario is wearing the Frog Suit, use the arrow keys to make him 
swim. Use the arrow keys together with the A button to make him swim 
faster. 

“A” BUTTON: The multi-purpose special movement key. 

When Mario is on the ground press the button to make Mario jump. The 
longer you hold down the button, the higher he will soar. 

When Mario is in the water press the button repeatedly to make Mario 
swim. If Mario is in the Frog Suit, he will swim with just the arrow keys; 
pressing the A button will make him swim faster. 

When Mario has the Tanooki Suit or the Raccoon Tail use the A button 
to make him fly or float. Press the button repeatedly. You'll have to wait 
for the Power Meter to reach its top level in order to fly; see the note below 
in the B button section. 

For a Super Jump, have Mario jump on an enemy and then press the A 
button. 

“B” BUTTON: The multi-purpose special abilities key. 

To accelerate, press the B button while Mario is walking. When Mario is 
moving faster, he can jump higher and farther. The faster Mario runs, the 
higher the reading on the Power Meter will go. When the meter reaches 
its maximum level, you’ ll notice three things: you’ ll hear a whistle blow; 
Mario will spread his arms, and the P symbol will flash. Press the A button 
now to make Mario fly for a short time. 

To pick up a Koopa shell, first jump on the Koopa to immobilize it. Now 
hold down the B button, run up to the shell and hit it from the side. To 
kick the shell, let go of the B button. 

To use a Tail as a weapon, press the B button when you’re playing as 
Tanooki Mario or Racoon Mario. Use the wagging tail to break some 
blocks and beat some enemies. 

To throw Fireballs, press the B button after Mario has picked up a Fire 
Flower. 

To turn Tanooki Mario into a Statue, press the B button and the Down 
arrow at the same time. When Mario has been temporarily turned into a 
statue, he cannot be injured by an enemy. 


READING THE MAP 
There are eight kingdoms in the Mushroom World. At the start of each World 
you’ ll get to study a map that includes a number of places to visit, battles to 
fight and bonus games to play. 
Here’s how to read the map: 
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Start Panel. Well, as you might have guessed, this is where Mario will start for 
each world. 

Action Scene Panel. These are the locations of the various sub-levels in each 
world. They are numbered—for example, the 3 in World 4 would bring you 
into 4-3—before Mario or Luigi have cleared a level. Once you have survived 
one of the levels, the number will be replaced with an M or L, representing, 
of course, one of the names of the brothers. When the panel has been renamed 
in this way, it is now called a Clear Panel. 

Goal. At the end of each action scene you will come to a dark screen containing 
the Goal. Within the goal box you’ll see Mushroom, Flower or Star cards 
flashing. Jump up and grab a card to clear the level and collect a card. When 
you have any three cards, you’ll be rewarded with an extra Mario. If you 
collect three cards of the same design you'll gain even more Marios, as 
follows: 


3 Mushrooms = 2 Extra Marios 
3 Flowers = 3 Extra Marios 
3 Stars = 5 Extra Marios 


You will also be awarded a bonus score, depending upon how much time 
is remaining on the clock, and any enemies chasing you into the goal area 
will be turned into coins. 

Spade Panels. There are two types you will find on the map. If you choose to 
enter the one with a black spade (you don’t have to enter, but we can’t imagine 
why you wouldn’t want to) you will allowed to play a sliding slot-machine 
game. The goal here is to line up the three rows of partial drawings to make 
acomplete picture and earn extra lives. The rewards follow the same pattern 
as the goal cards: 


Mushroom = 2 Extra Marios 
Flower = 3 Extra Marios 
Star = 5 Extra Marios 


You will also find, from time to time, an N-Mark Spade Panel. This is 
the entrance to a different type of game, modeled after the “Concentration” 
card game. Choose a card using the arrow keys and then select it with the A 
button and then choose a second card; if they match you receive the item 
shown on the cards. You will continue until you fail to make a match twice. 
See Super Secret for an important hint. 

The Mini-Fortresses, not to be confused with the real Fortress, is guarded 
by a plug-ugly named Boom Boom. You’ve got to be quick to defeat 
him—and it will get tougher in each succeeding world—but the key is to 
jump on him three times. When he is out of the way, you’ll be rewarded with 
a magic ball, and the Locked Door will be unlocked, a necessary step to 
clearing the world. 
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Toad’s House, marked by a small mushroom-topped house, is a free 
treasure trove. Just walk right in, pick one of the three boxes you see there 
and press the B button to collect your reward. 

The Hammer Brothers are not a place, but instead a pesky thing. You’ ll 
find these troublesome Troglodytes pacing back and forth along one or 
another section of the map. You’ ll have to defeat them on each world; when 
you do, you’ll be rewarded with a special item. 

And then, of course, there is the Fortress. Here you must retrieve a royal 
magic wand from one of Bowser’s children. When you do get one, the king 
of this world will be transformed back to his normal form and will thank you 
personally. 


SPECIAL MAP ITEMS 
You were no doubt wondering what are the special items you will win by 
choosing the right box or by beating the Hammer Brothers, right? 


Super Mushroom. A quick change from Mario to Super Mario wouldn’t hurt 
as you enter into some of the action panels. 

Fire Flower. Instant change-o to Fire Mario. 

Super Leaf. Or perhaps you would prefer automatic Racoonness. 

Frog Suit. This will sure help Mario when he’s got to do a lot of swimming. 

Tanooki Suit. This is your basic Tanooki costume, of course; it looks on screen 
like a rather rotund teddy bear. 

Jugem’s Cloud. They’ll allow you to pass an action scene without having to 
play it; obviously you’ll want to save one of these fluffy guys for more 
difficult sections of the game. 

Magic Wing. Puts you in the air at the start of an action scene, at least until you 
run into an enemy. 

Starman. Lets you start out a tough action scene with a few moments of 
invincibility. 

Hammer. You won’t want to use one of these down in an action scene; instead 
use it to break rocks you may find in your way on the map screen. 

Music Box. Music soothes the savage breast, and in fact can make the Hammer 
Brothers and a few other bad guys fall fast asleep right on the map. 

Magic Whistle. Well, it’s magic, and it’s a whistle, so we suppose it is used to 
call forth something that is hidden. 

Anchor. And what is an anchor used for? Throw one of these guys to stop an 
airship from moving. 


To use one of the special items, you’ ll have to make your selection while you 
are on the Map Screen. Press the B button to display the items that you have; 
they will be shown in a special window at the bottom of the screen. Use the Left 
or Right arrow keys to highlight the item you want to use, and then activate it 
with the A button. If you have collected a whole bunch of special items, you 
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may need to use the Up and Down arrows to flip through multiple screens. 
However, you are only allowed to collect 28 items; after then, each new item 
will replace the 28th item on your list. 


NUMBER OF WORLDS 
World 1: Grass Land. 
World 2: Desert Land (The Koopahari Desert.) 
World 3: Water Land. (Island World.) Go and get that Frog Suit. 
World 4: Giant Land. 
World 5: Sky Land. The Racoon will come in handy here. 
World 6: Ice Land. (Winter Wonderland.) 
World 7: Pipe Land. 
World 8: Dark Land. (Castle of Koopa.) 


NUMBER OF LIVES 
You’ll start the game with 5 Marios. Additional lives are available by collecting 
coins, goal line cards or grabbing 1-Ups. You'll be awarded an extra life for 
each 100 coins. 
You can lose lives in many, many ways. These include: 


Being touched by an enemy when you are plain old, regular Mario. If you are 
Super Mario and are touched, you will drop down one notch to Mario; if you 
are Fire Mario or Racoon Mario, you will drop down to Super Mario. Your 
character will flash for a short while after he has been touched, and during 
that time will be invincible. See Power Player Hints. 

Falling into a hole or pit of flame. 

Running out of time. 


THE TWO-PLAYER GAME 
Brother Luigi is lurking inside the game pak, just dying to get out and play. All 
you’ve got to do is find a friend to play with you. Player 1 is automatically 
Mario; Player 2 is Luigi. The two brothers take turns clearing action scene 
panels. 

Now comes a basic decision: do you want the two brothers to cooperate on 
solution of the game, or do you want them to compete? To cooperate, you can 
have each of the team members clear as many of the levels as he or she can. To 
compete, Mario or Luigi can challenge the other by moving to the same action 
panel last cleared and pressing the A button. 

The basic Battle Mode reaches all the way back to the original Mario Bros. 
game for its design. You are presented with a three-level screen with pipes at 
the four corners. A bunch of bad creatures—including Spiny, Crab, Fighter Fly 
and others—come out of the pipes. The object is to punch the creeps from 
underneath using one of the Brother’s heads. When they are hit in this manner, 
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they will become still for a while; move your player up next to them and bump 
into them to kick them off the screen. 

Punching the POW block in the bottom row of the screen will turn over all 
of the enemies on the screen at once; you’re only going to be able to punch the 
POW block three times. When a total of five enemies have been dispatched, one 
player wins. If either player is touched by an enemy, he will lose. 

Now comes the nefarious part: if you bump into the other brother from 
underneath, one of the Goal Cards he has collected will fall out, and you can 
Steal it. 

The losing player will be moved back to the point where the battle took place, 
while the winner is able to continue on in the game. 

There are also three other Battle Mode games that will be randomly displayed 
at various points in the game. In each of them, your goal will be to be the first 
brother to collect five coins. 

Ina two-player game, when one player loses all of his or her lives, the Game 
Over screen will appear. If you choose Continue, the game will resume at the 
beginning of the world you were in with the cleared panels restored to action 
scene panels. If you choose End, the player who is still alive will be able to 
continue the game alone. 

See Power Player Hints. 


TYPES OF BLOCKS 
Allover the kingdoms of Super Mario Bros. 3 you will find blocks that are worth 
trying to crack open. Use your head, or your tail or a Koopa shell. Among the 
types you will find are 


Bricks. Super Mario can pound these into smithereens. Why? Because he likes 
to, and because sometimes he’ll need to break open a passageway. 

Jump Block. Land on top of one of these and use them as a springboard to soar 
high in the sky. 

Question Blocks. You'll never know exactly what you will get when you hit 
one of these guys. 

Switch Blocks. Look for the P blocks for special and unusual reactions. 


Changing Marios 


Four special items can be used—in various combinations—to give our buddy 
Mario a power boost. 

The first you are likely to come across is a brown Super Mushroom. Grab 
one to make Mario into Super Mario: faster, larger, and one step further away 
from extinction. 
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Once you’re in the Super Marie form, you may uncover a Fire Flower that 
will make you into Fire Mario, capable of throwing fire balls. Like Super Mario, 
Fire Mario is a continuation of a skill learned in the Super Mario Bros. game. 

Or, you might uncover a new skill when you grab a Super Leaf. Latch onto 
one to change Super Mario into Racoon Mario, able to fly and break blocks with 
his talented tail. 

You are also able to change from Racoon Mario to Fire Mario by grabbing a 
Fire Flower, or the other way around by snarfing down a Super Leaf. 

Finally, there is Starman, which will make any Mario invincible for a short 
period of time. 


ENEMIES: 
First of all, we’re sure you will want to welcome back Bowser and most of the 
nasty fellas who are part of his turtle tribe; you met them in Super Mario Bros. 
New to this game are bad guys including: 


Above-Ground Enemies 
Para-Goomba. A new form of Goomba, this guy has wings. But, the flying 
apparatus will fall off when you jump on it. 
Micro-Goomba. Baby Para-Goombas, they’II try to latch onto Mario, Press 
the A button repeatedly to try to shake them off. 
Firesnake. A rolling, flowing chain of fireballs that will stop at almost 
nothing to get through to Mario. 
Para-Beetles. They look like one of those funny hats with wings; instead of 
wearing one, why not try to ride on one of their heads? 
Fire Chomp. This black ball drags behind it a chain of exploding fireballs. 
Chain Chomp. A motor moth tied to a block by a chain. We haven’t figured 
out a way to beat this guy at all; the only strategy we can recommend is 
to get the Star or to deliberately sacrifice a Mario to make him invincible 
and run by the chomper. 
Underwater Enemies 
Bloobers. The Bloober is a strange octopus-like creature that swims around 
with its children in tow. A relative is The Scattering Bloober, which has 
a bunch of kids that will scatter everywhere and anywhere. 
Cheep-cheep. A spiny fish that will do its best to get in the way. 
Jelectro. An electric jellyfish. They cannot be destroyed! 
Lava Lotus. An artificial flower that will spit out lava balls. 
Underground Enemies 
Buzzy Beetle. An old enemy with a new power. Now he can walk on the 
ceiling. 
Spike. A cute little guy who goes crazy and starts throwing spiked balls. 
Bob-omb. When he’s walking around, he’s okay. But if he stops and starts 
to flash, he will soon explode and destroy all that is around him. 
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Airship Enemy § 

Rocky Wrench. A turtle who can pop up from almost anywhere, throwing 

a wrench into the works. 
Fortress Enemies 

Thwomp. He can’t be touched; avoid his crush. 

Rotodisc. Stay out of the way of the moving bar. 

“Boo” Diddly. He won’t bother you when he’s facing you, but don’t turn 
your back on him. 

Hot Foot. He lives in a burning candle, and will jump out in hot pursuit if 
Mario gets too close. 

Dry Bones, A bag of mummified turtle bones, it can’t be killed. You can, 
though, keep jumping on him to slow him down. 

Stretch. A ghost who hides under the floor. 

The Pirhana Plants 

Venus Fire Trap. You'll meet all kinds and shapes, hiding out in the pipes. 
Watch out for the fireballs. 

Ptooie. Instead of fireballs, these plants emit spiked balls. Some of these 
plants will be in pipes, and some will walk around. 

Walking Piranas. Small flowers that will jump up and try to get at Mario if 
he gets too close. 

Munchers. These little flowers won’treach out for Mario, but they’re deadly 
if they are touched. In fact, they can’t be destroyed, so you'll have to avoid 
them. 

Hammer Brothers 

Boomerang Brothers. These guys look like your basic turtle until they let 
loose with one or two deadly boomerangs. 

Fire Brothers. Great balls of fire! 

Sledge Brothers. These guys will shake the earth with each jump; try to 
jump yourself each time they hit the ground. 


| ALWAYS WANTED TO KNOW 
I need some more lives! So do we all. Well, first of all, collect all of the gold 
coins that you can; each 100 will buy you another life. And, you can grab l-up 
tokens inside of some blocks and in the various games of chance within the 
cartridge. But let’s talk about some of the more unusual ways to earn a 1-up. 
You know that you can earn extra points by stomping several enemies in 
quick succession, bouncing from one to another, If you can knock off a quick 
nine in a row, you'll be rewarded with an instant 1-up. To do this, you have to 
wear the Raccoon or Tanooki suit, and of course, you have to have a bunch of 
enemies to stomp. Try one of the Goomba generating pipes. 
Another way to pick up an extra 1-up or two is to kick a Koopa when it is 
between a pair of obstacles and let it just bounce back and forth and back and 
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forth. Do this in a place where there is a steady stream of enemies, and the Koopa 
will do all of the work of collecting points and you can just sit and watch. 

When do those White Mushroom Houses appear, and what is the pattern for 
the rewards within? Good question, and one that is not obvious to game players. 
In some of the levels of the game, the White Mushroom House will appear on 
the screen when you have collected a certain number of coins, as follows: 


Level 1-4 44 coins Level 2-2 30 coins 
Level 3-8 44 coins Level 4-2 22 coins 
Level 5-5 28 coins Level 6-7 78 coins 


Level 7-2 46 coins 


Now, about the rewards within: in even-numbered worlds (2, 4 and 6) inside 
the house is an anchor; in odd-numbered worlds (1, 3, 5 and 7) you will find a 
P-Wing. The anchors will keep the Koopa Kids’ Ship from moving; the wings 
give unlimited flight. 

How do I find the Warp Zone? Well, you’ll need to find and then blow the 
three Transport Flutes. The first flute can be found in world 1-3. Look for three 
large white blocks that stairstep from left to right. Stand on the middle block 
and press and hold the Down arrow and you will descend behind the block; go 
right and continue until you reach the flute. The second flute can be found in 
the Castle of world 1. Go deep into the castle and look for the three small 
church-like windows. Use your racoon tail powers and fly, up and over the wall 
and head to the right to enter the secret flute room. The third flute can be found 
in world 2-4 after a battle against the Fire Hammer Bros. The second flute can 
take you to levels 5 through 7; the last flute all the way to 8. 


SUPER SECRETS! 

If your memory is anything like ours, the thought of the card game found beneath 
the N-Spade Panel can give you a headache. There are 18 cards laid face down 
and you’ve got two chances to find a matching pair of cards. Of course, you 
might just get lucky, but it’s also not as difficult as it would seem. You'll keep 
coming back to the same set of cards, with symbols in the same locations, many 
times before the cards are shuffled. You might want to take notes about which 
card is located where. 

But it’s even easier than that, actually. Only eight patterns are used in the 
game, and there are a few common threads between them. The last three cards 
on the bottom row of all of the patterns are the same: Mushroom, Flower and 
Star. The fourth card in the top row is a Flower in six out of the eight screens. 
And the first card on the bottom row is a Star on six of eight screens, too. 

Notall of the ships in the game are evil places. There’s a secret ship you won’t 
read about in the instruction manual. The Coin Boat has no less than 168 free 
gold coins (worth about a 1-Up and a half). You can grab as many as you can 
before the ship moves off the screen. In order to make the Coin Boat appear in 
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front of the Koopa Kid’s boat on the map, you’ ll have to have completed at least 
one round and you’ ll have to exit that round with coins that are equal to 11 times 
the round number. In other words, exit round 3 with 33 coins, or round 5 with 
55. 


POWER PLAYER HINTS 
Pick up and throw a Koopa shell to break some of the blocks that are otherwise 
hard to get at. 

When Super Mario, Fire Mario or Racoon Mario is touched by an enemy, he 
will drop down one notch to a lesser character; for a short while after he is 
touched, he will be invincible. You can use this to your advantage to get past 
some very tricky spots: go ahead and touch or be touched and then run through 
the enemy area that had blocked you before. Invincibility, however, will not 
protect you from a fall into a hole or fire. 

One way to increase your chances of getting pretty far in the game is to choose 
the two-player option and take turns all by yourself on each of the controllers. 
Obviously, you will want to play in the cooperative mode rather than competi- 
tive. Playing in this way gives you 10 lives rather than five between Continues. 


POWER ZOOMING 
This game is tough enough to finish; let’s give some thanks to the programmers 
who included a Continue option in the game. If you choose Continue after you 
have lost all of your Marios, the game will restart at the beginning of the world 
you were in. You get to keep any item you have picked up, but all of the action 
panels you have cleared will have to be cleared again, except for the Mini 
Fortress. 


Super Mario Bros. 3 is a trademark of Nintendo of America. © 1990 Nintendo of America. 
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Cabal 


DIFFICULTY: Apprentice-Hot Dog 


Bang, bang shebang: Cabal joins the list of shoot-the-terrorists games. For some 
reason, the Dreaded Republic of Allied Terrorists (DRAT) has launched a world- 
wide assault, and for some even stranger reason you have volunteered to fight them 
off all by yourself. 

You will travel to the terrorist camp on a secluded island and enter into an 
unrelenting battle against man and machine. 

We looked at preproduction materials. One or two players. 
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MANUFACTURER: Milton Bradley. (413) 525-3545 


CHARACTERS 
You are the designated “volunteer” of the International World Affairs Council, 
out to fight off the world-wide assault of DRAT. 


CONTROL PAD 
Arrows: Move left or right using the Left or Right arrow keys. 
To Kneel, press the Down arrow; to Stand, press the Up arrow. 
“A” BUTTON: Press and hold the A button to fire the assault rifle. Use the 
arrow keys to aim the onscreen crosshair target. 
Tap the A button to launch grenades after you have aimed the crosshair 
target. 
“B” BUTTON:Press together with one of the arrow keys for extra maneuvers, 
as follows: 
Up/Left: Jump and roll to left. 
Left: Run left. 
Down/Left: Duck and roll to left. 
Up/Right: Jump and roll to right. 
Right: Run right. 
Down/Right. Duck and roll to right. 


NUMBER OF LEVELS 
There are 5 levels, with a total of 20 different scenes in the game. Watch the 
enemy strength meter at the bottom of the screen for an indication of how much 
more mayhem you must inflict before moving on to the next level. Here are the 
levels: 


Level 1. The fight starts in an old village and then progresses to the terrorists’ 
air base. You'll have to defeat the Super-Strike Chopper at the end of the 
level. 

Level 2. Go for a stroll on the beach, but watch for frogmen in the tidal pool. 
There’s a submarine under there somewhere. 

Level 3. Glug, glug: you’re in the navy now. You’ ll have to destroy warehouses, 
giant cranes and a battleship just to eam the right to destroy trucks full of 
cannons. 

Level 4. It’s a jungle out there, and beyond it the desert. You'll have to get past 
the cannons in the pillboxes. 

Level 5. Up into the mountains nowfor the final battle. Once you’ ve gotten past 
all of the terrorists, you'll have to destroy D.R.A.T.’s final war machine. 
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NUMBER OF LIVES 
You start the game with five lives. You will earn a bonus life each time you 
complete a level. 


WEAPONS 
You’ ll start your adventure armed only with a TUF-99 assault rifle and 10 
FRAG-S7 grenades. 


SPECIAL ITEMS 
Look for special items to improve your fighting ability and scores: 
Machine Guns. Worth additional firepower. 
Grenades. Restores your supply. 
Yellow Stars. Bonus points. 


POWER PLAYER HINTS 
Each time you lose a life—except for your final life—you will return to the 
screen quickly and be invincible for a short while. Use this to your advantage 
when you can find no other way past certain enemies. 


Cabal is a trademark of Fabtek, Inc. © 1989, Fabtek, Inc. Program and audiovisuals by Rare/Rare 
Coin-it Inc. Game pak © 1989 Milton Bradley Company. 


Cave Man Games 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 7 SOUND: (1-5) 4 


RESPONSE: (1-10) 5 FUN: (1-10) 8 
ULTIMATE RATING: (0-35) 24 


As we all know, the Olympics are a very, very old sports event. But did you know 
how old they really are? 

Cave Man Games is a silly piece of work that lets you zoom all the way back to 
the dawn of man- and womankind to participate in such important sporting events 
as: 


Clubbing. In which you and your opponent take turns trying to knock each other 
off of a log and out of the game. 

Dino Vault. Pack up that sapling, run across the rough ground (watch out for 
those potholes: they go on forever) and then plant your stick at the base of 
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the dinosaur. With luck, you’ ll soar right over; without luck . . . well, you get 
the picture. 

Dino Race. A more peaceable dinosaur here, one that you can ride kind of like 
a kangaroo in a combination of sprint and hurdles race. 

Sabre Race. That’s sabre, as in Sabre-toothed Tiger. To the winner goes the 
prize, the loser becomes supper. Bump your opponent into the path of the 
hungry beast, why don’t you? 

Fire Starting. Rub those sticks. Faster; faster, faster than your opponent next 
to you. Then blow on the flame to raise a fire first. If the other player is doing 
too well, you can always stop rubbing and give him a swat alongside the head 
to slow him down. This game came before the rules of good sportsmanship, 
we guess. 


And then, there is our favorite event: 


The Mate Toss. Who needs a shot put when you can put your wife down the 
course. The distance you throw her is measured in “foots.” 


We looked at an early preproduction sample of the game. The graphics were 
appropriately cartoonish; the sound effects and music were a bit above the 
ordinary and the fun was high. One or two players. 


MANUFACTURER: Data East. 


Previews 49 


lk ee aaaaaaaaamamaaħiħÃõ 


CHARACTERS 
You have your choice of playing as one of six great athletes, gathered from all 
over ancient lands. Here are the members of the team: 


Glunk. An early martial artist, he is a master of “Club-fu,” and his specialties 
are clubbing and the sabre race. 

Crudla. The favorite to win the games, she is an all-around athlete. Her best 
events are the sabre race and the dino vault. 

Tang. They call him Mr. Charisma, which shows that tastes in human beings 
have changed a great deal. This guy is very good at the mate toss and the 
fire-making contest. 

Ughh. What a pair of wrists! He is a champion at firemaking and the dino race. 

Grunk. In his spare time, he is arock musician. (Get it?) He is good atall events, 
but he does tend to get a bit over-excited from time to time. 

Vincent. The official team geek. He is best known for his highly developed 
sense of fear. He has no strengths at all. 


Cave Man Games is a trademark of Electronic Arts. © 1990 Electronic Arts. Game pak © 1990 Data 
East USA, Inc. 


Conan 


DIFFICULTY: Apprentice 


MANUFACTURER: Mindscape. 


CHARACTERS: You are Conan. You know, the Barbarian. 

Check out those pecs: Here’s your chance to play Conan the warrior, out to 
claim his birthright the throne of Aquilonia. According to legend, the four urns 
have disappeared from their rightful resting place in the Crypt of Cahalla, and 
whoever returns them shall be king. 

Ah, but that’s easier said than done. You'll have to travel through creepy 
caverns, deadly deserts and terrifying tombs, defeating skeletons, devils, 
wraiths and dragons. 

The joumey begins in the Catacombs of Belveras, which are filled with all 
nature of nightmarish creatures; deep within the cave isa mighty sword that will 
help you on your quest. From the Catacombs, you will go to the Ruins of 
Ry-leeh, protected by fierce guards and a mysterious nymph who can destroy 
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the strongest man as if he were an insect; however, Conan needs to collect the 
mighty shield hidden in the ruins. 

Other places to visit include the Forests of Asgard, home of evil trolls and 
spectral wraiths. You must journey from there to the Sky Castle of Vanaheim, 
climbing into the sky and defeating the two Axe Guards at the gate. 

This challenge goes on and on and on in what promises to be a worthy 
challenge for role-playing game fans. 

We worked with early preproduction materials for this game. 


Game pak © 1990 Mindscape, Inc. Programming © 1989 System 3. © 1990 Conan Properties, Inc. 
Conan is a trademark of Conan Properties, Inc. 


Corvette ZR-1 Challenge 


AGE GROUP: Apprentice-Hot Dog 


For 30 years, the Corvette has held a unique position as the hottest American 
production automobile. But although some models may be capable of speeds of 
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more than 172 mph, there are not many opportunities in this world for drivers to 
put the pedal to the metal. 

In Corvette ZR-1 Challenge, you will get the chance. In fact, just for good 
measure, the designers of this video game have goosed the car’s 32-valve DOHC 
V-8 engine to a top speed of more than 180 mph. Head-snapping acceleration of 
0-100 mph in 11.5 seconds is standard. 

The game itself is another cross-country racing game. You'll start in Los 
Angeles and head for Denver, Dallas, Chicago, Detroit, Atlanta, Washington, D.C. 
and the finish line in New York. Each leg consists of two parts: first you'll face a 
flat-out drag race, and then you’ll move on to an open road race. 

This game is unusual in its requirement that the driver/player shift the gears 
(there are no less than six gears in the drag racing part of the game) and in the use 
of two unique graphics elements: the Dynamic Trailing Window and the MB 
Helicam. 

All close races are viewed from overhead through a “camera” mounted in the 
MB Helicam. If one of the cars drops back a bit into second place, the view of the 
race will show the lead vehicle in the main screen and the other car in the Dynamic 
Trailing Screen. 

We looked at early preproduction materials for this game. One or two players. 


MANUFACTURER: Milton Bradley Company. (413) 525-3545 
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CHARACTERS 
It’s you against a friend or one of eight computer-controlled drivers: Lance 
Slick, Mario Spaghetti, Derrick Stetson, Ito Speedo, Va-Va Vroom, Pierre 
Sedan, Hans von Brakemann or A.J. Turbo. 


CONTROL PAD 
Arrows: Steer Left or Right. To upshift, release the A button and press the Up 
arrow. Press and hold the A button to accelerate. To downshift, release the 
A button and press the Down arrow. Press and hold the A button to continue. 
“A” BUTTON:Accelerate. 
“B” BUTTON:Brake. 


NUMBER OF LEVELS 
There are seven racing legs in the game, with a drag race and road race in each 
leg. 


OBSTACLES 
Thisisnoride in the park. Watch out for oil slicks, other vehicles, road shoulders 


and even speed traps. 


SHIFTING GEARS 
Just as in real driving, learning how and when to shift the gears is a real art. 
Keep an eye on your tachometer (the RPM gauge). Don’t wait for the bar to fill 
up before upshifting. 

Corvette ZR-1 Challenge game pak is a trademark of Milton Bradley Company. © 1990 Milton Bradley 


Company. Dynamic Trailing Window and MB Helicam are trademarks of Milton Bradley Company. 
Corvette and ZR-1 are trademarks of Chevrolet Motor Division, General Motors Corporation. 


Days of Thunder 


DIFFICULTY: Apprentice-Hot Dog 


Build me a car, and I will Cruise into Daytona next year. That’s the premise of the 
Days of Thunder movie, and you’ll be making the same brash promise when you 
start up this video game. 

Days of Thunder is an unusually detailed simulation/arcade game that is set in 
the world of stock car racing. You will compete against 15 other computer-con- 
trolled drivers in an eight-race Series Cup. In order to win, you'll need to 
understand and use sophisticated tactics like slipstreaming and pipelining as well 
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as nasty habits like side-slamming. You'll need a superior pit crew, and as driver 
you will have to keep as close an eye on the mechanical condition of your car and 
its fuel level as you will on the other cars on the track. 

Your performance in the race, just as in real stock car racing, can be made or 
broken in the pits, and this game pays particular attention to the work of the crew 
there. 

We looked at preproduction materials. 


MANUFACTURER: Mindscape 
CHARACTERS 


You are Cole Trickle, brash young rookie driver who thinks he can win because 
of his million-dollar smile. 


CONTROL PAD 

Racing 
Arrows: Steer Left or Right. 
“A” BUTTON: Accelerate. Press and hold to reach your desired speed, then 

release. 

“B” BUTTON: Brake. 

Pit Stop 
Arrows: Move pit crew members. 
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“A” BUTTON: Triggers the selected crew member into action to perform 
the job he is in position to do, Buchs as changing a tire, refueling the car or 
servicing the engine. 

“B” BUTTON: Each press of the button selects a different pitcrew member. 
Choose the one ready to do the job you want performed. 


PAUSE You can pause during a race, but not while in the pits. 


NUMBER OF LEVELS 
There are eight races for the cup: Daytona Beach, Atlanta, Talladega, Dover, 
Pocono, Michigan, Phoenix and back to Daytona Beach. The shape and length 
of each course differs. 


RACING TACTICS - 
This game includes some special attention to racing tactics that go beyond the 
accelerator pedal, the brake and the steering wheel. 


Side-Slamming. Cutting off, and even bumping into the sides of other cars is 
considered acceptable in this stock car race. Be careful, though, not to end 
up in a crash yourself. 

The Pipeline. There is a perfect path that cuts through the corners of the race 
track: head up the bank as you go in and then plunge down into the inside of 
the straightaway to pick up some speed from gravity. Of course, the other 
drivers know this, too, and the pipe can get pretty crowded. 

Slipstreaming. If you can hang just behind a fast car, your vehicle will be 
dragged along in the vacuum it leaves. This will save your fuel, and may 
allow you to slingshot past a leading car. 


Days of Thunder is a trademark of Paramount Pictures. © 1990 Paramount Pictures. Source code © 
1990 Mindscape, Inc. & Beam Software Pty. Ltd. Game © 1990 Mindscape, Inc. 


A 


Dr. Mario 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 6 SOUND: (1-5) 4 


RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 22 


Calling Dr. Mario! 
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With all of the things Mario has had to do over the years—defeat Koopas, rescue 
princesses, officiate at tennis and basketball games and leam to pilot a plane, drive 
a submarine and play cards—somewhere along the way he found the time to go to 
medical school! 

How else to explain the surprise announcement of yet another Mario title, due 
for release late in 1990: Dr. Mario. 

Dr. Mario is a puzzle challenge, a distant relative of Tetris, and specifically 
aimed at the adult player. (It is also a distant relative of “Klax,” a puzzle game 
introduced for the Nintendo Entertainment System by the unlicensed game maker 
Tengen.) 

In the game, Mario tosses little vitamin pill-like capsules from the upper right 
corner of the screen. The object of the game is to land three pills of the same color 
on top of one of the viruses on the screen. You clear columns, not rows, as in Tetris. 
(If you have trouble remembering which is which, by the way, think of columns 
as the tall supports at the front of an old-style building—like the White House in 
Washington. Columns go up, rows go across.) 

We found Dr. Mario to be an entertaining little game, with an emphasis on the 
little. Don’t expect another Super Mario Bros. challenge, though. The very best 
way to play this game is in the two-player mode in which you compete head-to-head 
at breakneck speed. 


Dr. Mario is a trademark of Nintendo of America. © 1990 Nintendo of America. 


Fun House 


DIFFICULTY: Novice-Apprentice 


Here’s another kind of maniac mansion, this one just for kids. Its a place where 
nothing is the way it seems. Which seems appropriate for a game based on a 
television program that is based on nothing at all we have ever seen. 

Work your way through the tangled maze of hallways—you may want to make 
a map of where you’ve been—en route to your ultimate challenge at the top of Ice 
Mountain. 


MANUFACTURER: Hi Tech Expressions 
NUMBER OF PLAYERS: One 


CHARACTERS: It’s you, we think, in one funny Fun House. 
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NUMBER OF LEVELS 
There are four challenges facing the intrepid Fun Houser, plus the Fundromat. 


The Fundromat. You'll be coming here regularly to grab the key to the next 
room. Your goal is to stay dry, avoid flying pieces of clothing and grab that 
key. Use the Right and Left arrow keys to scoot back and forth. 

The Shower Room. Grab your umbrella and race across the shower floor, 
avoiding mucky menaces, sliding soaps and dangerous drains. The challenge 
moves from Left to right. Use the Right arrow to move in that direction; the 
Left arrow can be used to move leftward only on the current screen. Press 
the “A” button to open the umbrella (helps you keep dry); press the “B” 
button to jump. Return to the Fundromat for the key once you complete the 
level. 

Balloon Lagoon. Take the spear and goggles and head for the lagoon, spearing 
treasures whenever you can. Watch out for creepy sea creatures and danger- 
ous drains. The challenge moves from Left to right. Use the Right arrow to 
move in that direction; the Left arrow can be used to move leftward only on 
the current screen. Press the “A” button to fire the spear gun; press the “B” 
button to jump. Return to the Fundromat for the key once you complete the 
level. 

The Swamp. A canoe paddle and bird cage (!) are just the thing for a stroll in 
the swamp. You’ ll find yourself on a raft in the flooded basement of the Fun 
House. Avoid the obstacles in the water—plug-ugly creatures, alligators and 
other problems. Shoot meanies with your pea shooter; throw bones at the 
alligator and catch (with the assistance of your trusty bird) the coins they 
yield up. Use the Up and Down arrow keys to maneuver in the fast-moving 
current. Press the “A” button to fire the Pea Shooter; press the “B” button 
to throw bones. Return to the Fundromat for the key. 

Ice Mountain. Pull on those hiking boots and prepare yourself for the final 
challenge. CLimb carefully, avoiding falling icicles and crazed creatures. At 
the very top, you will get to meet, greet and defeat (with luck) The Condor. 

This is one strange bird. He won’t try to peck out your eyeballs, or grab 
your hair with his talons. Oh, no. This guy wants to have a snowball fight. 

Use the arrow keys to move up the mountain, alternately pressing the “A” 
and “B” Buttons to move your hands and feet. But be careful: Don’t press 
both buttons at the same time, or your player will fall. Don’t miss the chance 
to explore the cave, either: You may find something interesting within. 

Once you are up on the ledge, use the Left or Right arrows to move in 
those directions and the Up arrow to climb. Press the “A” button to throw 
snowballs; press the “B” button to jump. 
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POWER PLAYER HINTS 
Start at the Fundromat to obtain the key to the first door. When you are in the 
hallway, the door to the right leads to the next room and the door to the left goes 
to the previous room. The door up always goes to the Fundromat. Travel through 
the Fun House in this order: The Shower Room, Balloon Lagoon, The Swamp 
and finally Ice Mountain. 


Fun House is a trademark of Lorimar Productions, Inc. © 1990 Lorimar Productions, Inc. 


Jim Henson’s Muppet Adventure: 
Chaos at the Carnival 


DIFFICULTY: Novice 


Poor Miss Piggy needs your help. Isn’t that always the way it is? 

It seems that the evil Dr. Grump has kidnapped the pretty porker, and hidden 
her somewhere at the carnival in the control of his pet monster, the Grumpasaurus. 
But fear not, our sweet sow, for a rescue party headed by Kermit The Frog is on 
its way. They’Il race through Dr. Grump’s Chamber of Dangers, fly through space 
with Gonzo, race through the Fun House maze with Fozzie, put the pedal to the 
metal in the bumper cars with Animal. If you’re really good, you’ll make it to the 
Cave of the Grumpasaurus. 

Each of the four rescuers must successfully complete one of the rides in the 
carnival and obtain a key to unlock Dr. Grump’s hideout and open the door for the 
final battle for the petulant pig. 

We worked with preproduction materials for this game. 


MANUFACTURER: HiTech Expressions 
NUMBER OF PLAYERS: 1. 


CHARACTERS 
Here’s a different kind of kidnapped princess, the honey hog herself, Miss 
Piggy. 

Head of the rescuers is Kermit, the most successful frog in show business. 
Also on the team are Fozzie Bear, the funniest bear in show business; Animal, 
the wildest drummer in show business, and The Great Gonzo, who will do 
absolutely anything to get into show business. 
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EVENTS 

Space Ride. This one is for Gonzo. Our brave fellow has to steer his rocket ship 
through space, avoiding obstacles and gathering special items along the way 
to a battle against a space station. Things that get in the way include space 
dogs and space garbage. Special items bestow extra power and short-term 
invincibility. 

Use the arrow keys to direct Gonzo’s ship. Press the A button to turn on 
the ship’s engine. Press the B button to shoot at the enemies. 

Fun House. Fozzie has to find his way out of the fun house, past such dangers 
as moving walls, carnival barkers and attractions including ice cream sodas 
and candy canes. Gather as many bones and banana peels as possible and 
pick up Miss Piggy’s possessions for extra points. 

Use the A button and the arrow keys to move around the maze. Use the 
B button to pick up and throw bones, banana peels and other items you find. 

Crash Car Course. Animal has to push the other cars into holes in the floor as 
he runs the obstacle course here. Avoid the bumping barkers and earn bonus 
points by hitting the special bumpers. 

Use the arrow keys to set Animal’s direction, and press the A button to 
move him along the course. 

The Raging River Ride. Kermie himself has to steer his boat down the raging 
river of rapids and rocks. Watch out for junk and logs in the water, but do try 
to rescue oily ducks. 

Use the arrow keys to avoid obstacles, and press the A button to paddle 
down the river. 

The Cave of the Grumpasaurus. Once the rescuers have grabbed all four keys, 
Kermit has to enter the cave himself and rescue Miss Piggy before Dr. Grump 
blows up that dynamite. Be sure to avoid fireballs, and be on the lookout for 
volcanoes, bugs, bats, barkers and other annoyances. Collect Miss Piggy’s 
belongings, including her handkerchief, lipstick, compact, keys, earring, 
bracelet and necklace. And then use your ultimate weapon, your feather. 

Press the Right arrow to move Kermit forward; press the Up and Down 
arrows to thrust Kermit’s feather. 

Press the A button and the Right arrow together to thrust forward. 

Press the B button to jump. 


| ALWAYS WANTED TO KNOW 
How inthe world can a feather be my ultimate weapon? Well, itis if your enemy 
is very ticklish. 


Jim Henson’s Muppet Adventures is a trademark of Henson Associates, Inc.© 1990 Henson Associates, 
Inc. Game pak © 1990 Hi Tech Expressions. 
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Mission: Impossible 


DIFFICULTY: Apprentice-Hot Dog 


Your mission, should you accept it (Why do they always say that, when these guys 
always take the job anyhow?) is to take control of the crack Impossible Mission 
Force ina battle against the dangerous and strange Sinister Seven. This game marks 
the debut on the Nintendo of one of the great television hits of yesteryear. 

The mysterious Doctor “O”, the somewhat mad scientist behind the new U.S. 
military defense system, has been kidnapped by the Sinister Seven. Along with the 
good doctor, the seven have grabbed his gorgeous secretary Shannon Reed. 
Unknown to the kidnappers—and to Doctor O—Shannon is actually a secret agent 
of the IMF, assigned to protect him. She will send back secret codes that will help 
the force in their rescue. 

You will have control of three IMF agents, each with his own special set of 
abilities and weapons. You will fight a crew of strange bad guys in very difficult 
situations. As controller, you will be able to switch from agent to agent in most 
settings (kind of like going from turtle to turtle in Teenage Mutant Ninja Turtles) 
and your selection may have a good deal to do with your ultimate success. 

As you fight your way through each of the stages, you will have to obtain 
information and-ID cards; if you get lost or are captured without an ID card, you 
may lose a member of your team. 

We examined preproduction materials on this game, but we were impressed with 
what we saw and we know the generally high quality of Ultra games. This mission > 
seems quite possible. 


MANUFACTURER: Ultra Software. (708) 215-5111 


CHARACTERS ; 

Max Harte. A quick and athletic man, his ability to move around is handicapped 
by all of the heavy stuff he has to carry around. His Type A weapon is your 
basic rifle; Type B consists of 10 remote control cluster bombs. Press the B 
button once to set the bombs and once more to explode them. 

Grant Collier. An electronics wiz and the fastest of the three agents (his 
nickname is The Gazelle), he prefers to get physical when it comes to 
fighting. Type A weapons are his fists; Type B are 10 sleeping gas bombs 
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that will put some—but not all—bad guys to bed for a while. Press the B 
button once to set the bombs and once more to explode them. 

Nicholas Black. A former drama teacher who is a master of voice and facial 
disguises. He doesn’t move very well. A native of Australia, he uses a 
boomerang as his Type A weapon; his Type B device is a set of disguises 
that he can use five times. When he is undercover, enemies will not be able 
to recognize him for a while. 

Jim Phelps. The leader of the IMF team, he organizes the team. 

Shannon Reed. A beautiful former athlete and policewoman. She and Phelps 
have a thing going on. 


CONTROL PAD 
Arrows: Move agents left, right, up or down. 
“A” BUTTON: To use Type A weapons. You can also use this button to cancel 
any conversation windows. 

In area 2, the Canals of Venice, use the A button to fire the Bass Master 
Cannon on the speedboat. In area 5, the Alpine War Zone, you control special 
offensive weapon ski poles. Press the A button to attack left and the B button 
to attack right. 

“B” BUTTON: To use Type B weapons. 


CHANGING AGENTS 
To change the identity of the current agent from one IMF team to another, pause 
the game using the Start button and use the Left or Right arrow keys to select a 
new agent to use. Agents can only be changed in the normal scroll areas (areas 
1,3, 4 and 6). 


NUMBER OF WORLDS 
There are eight scenes in the game, divided into six areas (the first and last areas 
have two stages.) Areas 1, 3, 4 and 6 are normal scrolling areas where the scene 
changes as your agents move; it is in these areas where you can change agents. 
In areas 2 and 5, all three of your agents are in the game at the same time and 
the scenery moves automatically. 


Area 1-1. The Streets of Moscow. Watch for the white arrows that will direct 
you to important places to visit. 

Area 1-2. The Sewage Treatment Plant. Not one of Moscow’s most famous 
tourist spots. 

Area 2. The Canals of Venice. 

Area 3. The Syrinx Temples in East Berlin. 

Area 4. The Mountains of Persia. Also known as Iran, and also known as not 
a particularly friendly place these days. 

Area 5. The Swiss Alps. 
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Area 6-1. Crumball Harbor, off Cyprus. 
Area 6-2. A Firefight Down on the Docks. 


ENEMIES 
This game is packed with some very difficult and strange enemies, members of 
the Sinister Seven Terrorist Organization. They include Blitz Blizzardski, Fido 
T. Flamethrower, Guido the Gondola Gangster, Iron Claw, Jean Claude Killer, 
Jorg) Burns, Neo Knight, Pistol Pete Piranovich, Sigfried Sniper, Slash Stiletto 
and Willie the Water Demon. 


SPECIAL ITEMS 
There are many special items that the IMF force should be on the lookout for 
as they travel. They include: 


Iron Curtains. These are one-way and two-way gates. Your agents must cross 
through them from the orange-colored side. 

Checkpoint Charlie. These gates will not open without the proper ID card. 

Dial Gates. You’ll need to have the right combination for the lock on this gate. 
Press the Up or Down arrows to change the numbers, then press the Right or 
Left arrow to move the cursor. 

Safety Switch. Used to disarm traps and snares. Watch the display at the bottom 
of the screen for information about the switches to be switched. 

Hot Air. A blast of wind comes from this valve; it is difficult to work near it. 

Poisonous Gas Chamber. You probably won’t want to go inside. 

Eye Spy. A robotic spy, it will lock an agent in a room if it can, forcing you to 
fight against the Iron Claw. (Note: there’s a little inside joke here in the name. 
“I Spy” was a television series that was a competitor to the original “Mission: 
Impossible” show.) 

New Sensation. Another automatic sensor, it will end up putting you in the 
same predicament as you’ll find with the Eye Spy. 

Pressure Cooker. Too hot in here for us. 

Holography Zone. This strange device will project 3-D images, which are so 
lifelike they’ll block your way. In fact, they really will get in your way until 
you can turn off the machine. 

Lookout Robot. Okay, yet another robotic guard. Same problem here as with 
Eye Spy and New Sensation. 

Robot Warrior. Don’t mess; there’s no escape if you let this guy grab hold. 

Hidden Pitfalls. If you fall into a hole that is hidden, you’ll drop down to the 
floor below. If you fall into a hole that is not hidden, you’ lI fall right out of 
the game. 
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DANGER! 
This is not a game where you’ll always want to shoot first.and ask questions 
later. Pay particular attention in the first stage of area 1, for example, to the 
passersby on the street. Some of them will come at you with machine guns, and 
you will be forgiven if you fire back. But others are just passing by; if you shoot 
one of them, your agent will be arrested by the police and held until you make 
it to the next area. 


Mission: Impossible is a trademark of Paramount Pictures. © 1990 Paramount Pictures. Game pak © 


1990 Ultra Software Corporation. 


MTV Remote Control 


DIFFICULTY: Novice 


If you’ve seen MTV’s Remote Control television game show just once, you know 
this is no ordinary competition. Well, yes, there are contestants sitting in chairs 
with buttons in their hands, and there are boards with trivia questions to be 
answered and there is a host in control, but trust us . . . this show is different, and 
so is the Nintendo game pak based on it. 

For example, most of the questions you will be challenged with are useless, 
dumb bits of factoids about television. To quote the instruction manual, “Remem- 
ber, if you win, you should be ashamed of yourself.” 

We worked with preproduction materials for this game. One or two players 
against a computer. That is, one against two computer SNA or two humans 
against one computer player. Got it? 


MANUFACTURER: Gametek 


CHARACTERS . 
You'll get to chose the face and name of your contestant. But, as the manual 
points out, unfortunately this new face and body will not stay with you once 
you turn off the power. 


CONTROL PAD s 
Arrows: Used to select contestants, channels and answers to trivia questions. 
“A” BUTTON: Selects a channel. 

Also used to buzz in to answer a trivia question. 
“B” BUTTON: Confirms your choice of a trivia answer. 
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GAME PLAY 
The host will select one of the contestants and ask him or her to choose one of 
the nine available Channels, which is what the game calls categories of ques- 
tions. 

When the question appears on the screen, the first player to “buzz in” with 
the A button gets to select an answer from the multiple choices displayed. Use 
the arrow key to select an answer and press the B button to lock it in. 

If you answer incorrectly, the other contestants will each get a chance. The 
contestant who guesses correctly gets to choose the next channel. 

Channels will change color to indicate remaining questions, as follows: 


White: Never been chosen. 
Red: Some remaining questions. 
Gray: All questions have been asked. 


There are two rounds to the first part of the game, differing only in the number 
of points awarded for correct answers. Once the second round is completed, you 
will enter the “Think Real Fast Round,” which is a round where you'll have to 
think real fast. 

Questions will appear on the screen, followed by 10 answers. Use the arrows 
to select the correct answer before your opponent does, and then press the A 
button to lock in your choice. 

Some of the channels you will come across are more surprising than others. 
These include Beat the Bishop, Ranger Bob and Home Shopping Zone. 


Remote Control and MTV Music Television are trademarks of Viacom International, Inc. MTV: Remote 


Control is © 1989 MTV Networks. 


Orb-3D 


DIFFICULTY: Apprentice-Hot Dog 


Here’s more of the same, only different. Orb-3D is a typical space arcade game 
that has been enhanced with a bit of humor, a touch of puzzle challenge and a pair 
of 3-D glasses. Slap the supplied goggles in front of your eyes and you’ll be drawn 
right into the expanding black hole along with the heroes and victims of this game. 
We worked with preproduction materials for this game. 
Congratulations on your appointment as Explorer First Class. It started out as a 
simple expedition to a remote corner of the universe, a real snoozer of a job. But 
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suddenly something tums up missing—in fact, almost everything is missing: space 
stations, Colonial Cruisers and even whole solar systems. 

The story comes down from the inhabitants of a nearby planet: It seems that an 
evil space wizard by the name of Krohn has gained control of a huge Black Hole, 
which he is intent upon using for his own evil designs. 

So, itis up to you, commander of the Millennium Orb, the only local spacecraft 
that is believed to be capable of surviving the tremendous energy forces exerted 
by the black hole. You will have to make it through no less than 30 Enigma 
Chambers to face Krohn. Each chamber will represent its own challenge to your 
ability; you will have to keep your Orb in position by controlling force shields on 
the left and right side of each chamber. There are also a pair of stationary horizontal 
force shields at the top and bottom of each chamber. 

You will bounce off the force shields in each chamber, with your Orb navigating 
a circular orbital path around the center plane. By diving in and out of the center 
plane, you can change the path; use your force shields for further adjustments as 
you work your way to the target of each chamber. 

Each succeeding chamber will become weirder and weirder. You'll face strange 
creatures and devices such as Eye Spy, Balloonacy, Roamin’ Numerals and the 
Cheshire Cat. Watch out, too, for gas-snatching Chasers. 

If you run low on fuel—and trust us, you will—you’ll need to stop off at your 
friendly neighborhood filling station, Vern’s Orb-O-Rama, which is also caught in 
the black hole. You’ll have to navigate your ship through the series of fuel bays 
carefully. 

This guy Vern is a pretty tough businessman, even though you’re out to save 
his bacon from baking. He’ll insist on payment with credits, which you collect as 
you solve the various Enigma Chambers. If you arrive at the pumps short of space 
dough, you’ll have one opportunity to borrow against your next 1,000 points by 
hitting the “$” sign at Vern’s, but you had better be ready to pay off your debts 
when you next return. 

Stay alert, stay on track and go get that wizard! 


MANUFACTURER: Hi-Tech Expressions 
NUMBER OF PLAYERS: One 
CHARACTERS: Just you, and your orb. 
CONTROL PAD 
Arrows: Use the Up and Down arrows to control the vertical force shields, and 
to move the Orb vertically in some of the mazes. 


“A” BUTTON: Press the button to dive. 
“B” BUTTON: Press the button to go to Vern’s to refuel. 
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POWER PLAYER HINTS 
Stay within your force shields in the Enigma Chambers as much as possible. 
You will burn up valuable fuel anytime you slip outside of the field. 
Learn to use your force shields to help direct the paths of your projectiles. 
Some targets will react differently when hit from the front than they would 
if hit from the rear. 


ABOUT THE 3-D EFFECT 
Use the supplied GrenoVision glasses to see the 3-D effects that make the image 
seem to come from behind and in front of the glass of your TV screen. You can 
also play the game without the glasses, and you may find it necessary to take a 
break every 10 or 15 minutes or so and give your eyes a rest. 


Orb-3D and GrenoVision are trademarks of The Software Toolworks, Inc. © 1990 The Software 
Toolworks, Inc. Game pak © 1990 Hi-Tech Expressions. 
le 
uv 


Rollergames 


AGE GROUP: Apprentice-Hot Dog 


We're trying to figure this one out. On one level it is a sports game about 
competitive rollerskating; on another it is a story of international terrorism and a 
bit of nasty street punkery. 

Does this sound just a tiny little bit like Skate or Die? 

Anyhow, thisnew game from Ultra includes that company’s trademark attention 
to detail. We worked with preproduction materials. 

Here’s the story line: In the 21st century, the underground criminal organization 
with the very cute name of V.I.P.E.R. (which stands for Vicious International 
Punks and Eternal Renegades) has set its sights on stealing the prize money from 
the RollerGames. They have infiltrated three skating teams and kidnapped the 
commissioner of the sport, Emerson “Skeeter” Bankhead. 

It’s up to you, manager and controller of three teams of good-guy skaters, to 
rescue the commish and free V.I.P.E.R.’s grip on the sport and the city. You’ ll have 
to fight your way past a host of nasty challenges. 

At the beginning of each stage, you will be able to choose from three teams; 
some of the teams are better suited to a particular stage than others. Each of the 
Stars of the various teams has a particular Patented Punishment Technique, al- 
though you can only use the technique a limited number of times and only in the 
auto-scrolling areas. 


Ò 
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MANUFACTURER: Ultra Software. (708) 215-5111 
NUMBER OF PLAYERS: One 


CHARACTERS 
You can select from one of three teams of skaters for your competition. The 
home teams are the Thunderbirds (lead by Ice Box, whose special technique is 
a bone-crushing body attack); Hot Flash (starring Rolling Thunder and her 
revolving jump kick) and the Rockers (directed by California Kid and his 
two-stage kick.) 

Your opponents in the roller game are three teams of ne’er-do-wells. They 
are Bad Attitude (lead by the bad little old lady Lucy Ferball); The Maniacs 
(under the control of mysterious Guru Drew) and The Violators (managed by 
the sultan of mean, Skull Scraper.) 


CONTROL PAD 

Arrows: Move players Up, Down, Left or Right on the course. 

“A” BUTTON: Jump. 

“B” BUTTON: Attack. The type of attack will depend on the specialties of the 
star skater you are controlling. 

In auto-scrolling areas, press the Left arrow and the B button to smash 

another player with your elbow. 

“A” and “B” BUTTONS: Push both buttons together to use the Patented 
Punishment Technique that each star can perform. This move can only be 
done three times in each area. 


NUMBER OF WORLDS 
There are six stages in the game. Stages 1, 3, 5 and 6 allow you to move your 
player Up, Down, Left, Right and one the diagonal; stages 2 and 4 are auto-scroll 
sessions, moving from left to right all by themselves. 


Downtown. A normal scroll stage with two areas, the bad guys here are 
members of the Bad Attitude crew. 

The Night Highway. An auto-scroll stage. 

Automobile Processing Plant. Another normal scroll stage with two areas, 
watch out for Maniac’s mob. 

The Regional Freeway. An auto-scroll stage. 

The Jungle River. A normal scroll stage with two areas, be on guard for the 
ruthless Violator vermin. 

The V.1.P.E.R.’s Pit. A normal scroll stage with four areas. 
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NUMBER OF LIVES - 
You have three lives at the start of the game, and will lose one each time your 
Life Gauge reaches zero, when time runs out in a normal-scrolling stage, or 
when you fall into a crack, manhole or the water. You can obtain at extra life 
when you obtain 20,000, 50,000 or 80,000 points.. z 


DANGER! À : . 
Watch out for natural and unnatural disasters including the following: 


Bum Rap Scallions. A cute name (rapscallions!) that doesn’t have a lot to do 
with what these are: They are parking meters and road construction barriers 
and other obstructions that can knock you off your feet. 

The Can-Can. A rolling can gathers in skaters. 

Crack Pots. Stay away from these holes. i 

Drop Zones. Don’t linger on one of these platforms, or the earth could fall out 
from beneath you. ž 

Fire Islands. This is no day at the beach; tongues of flame could toast your 
buns. 

Icky-Bop Crane. A swinging construction crane could make you a headless 
roller-man. (Do you get the joke in the name?) 

Jump Platform. There’s a gap in the roadway and you’ve got to vault across 
it. Press the A button to increase the distance of your jump, but don’t go too 
far! 

Log Jams. If they run into you, they’ll turn you into jelly. 

Radon Sludge Juice. Yuch! Stay away from the pipes where this stuff oozes. 

Slicky Slide. The earth will move for you, and beneath you, if you get too close. 

Valdez Jr. An oil spill on the track. 

Venomous Needle Points. Do we really need to advise you to stay away from 
these? 


RollerGames is a trademark of World Alliance of Rollersports. © 1990 World Alliance of ‘Rollersports, 
Inc.,-Sams/Miller Productions-Motown Productions. Game pak © 1990 Ultra Software Corporation. 


Time Lord 


DIFFICULTY: Apprentice-Hot Dog 


They could have called this game “Back to the Future,” except we are told that 
someone else has used that name for a different story. But that’s what this unusual 
game is all about: You start off in the year 2999 and time warp backwards to a 
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couple of interesting periods in history: medieval England in the year 1250, the 
Wild West of 1860, a pirate ship in the Caribbean of 1650 and France in 1943 at 
the height of World War II. 

It seems that the bad guys from the planet Drakkon have decided to invade the 
Earth, and take it over through an unusual process: They have developed their own 
time travel abilities and are attempting to change the course of Earth history by 
traveling back in time. You're given the assignment by the MB Time Travel 
Research Center to embark on your own backwards trip through history, where you 
will fight off nasty characters from the past, present and future along the way. 

We looked at preproduction materials for this game. 


MANUFACTURER: Milton Bradley. (413) 525-3545 
CHARACTERS 


You are Time Lord, sent by the MB Time Travel Research Center on a mission 
to prevent the planet Drakkon from conquering Earth by making alliances with 
elements of the past. 


CONTROL PAD 
Arrows:Move Up, Down, Left or Right on the screen. 
“A” BUTTON:Jump. 
“B” BUTTON:Punch/Use weapon. 
“A” and “B” BUTTONS: Press to jump and kick, or jump and use a weapon 
at the same time. 
Select:To switch from weapon to weapon. 
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NUMBER OF LEVELS 
There are four ancient time zones plus the present day, which in this game is 
the year 2999. Your goal in each level is to collect the five Orbs—you’ll get the 
fifth one when you defeat the Drakkon Lord in each level. 


2999 A.D. You'll start the game inside the MB Time Travel Research Center. 
Here you'll have to collect the five Orbs that the scientists have left here and 
there, but watch out for Drakkon stormers and hoverbots that will attempt to 
get in your way. 

1250 A.D. Castle Harman, medieval England. Watch out for winged dragons, 
fierce knights and elves with bows and arrows. Search for a hidden broad- 
sword, 

1860 A.D. Dead Man’s Gulch, Western United States. There are mad cowboys, 
wild dogs and hungry vultures here. You’ll need to find a six-shooter and a 
shotgun to get out. 

1650 A.D. Pirate Ship in the Caribbean. Aboard the Dora Marie, prepare for 
bloodthirsty pirates, creepy crabs and slithery sea serpents. Weapons hidden 
here include a cutlass and a throwing dagger. 

1943 A.D. France during World War II. There’s a war on, and the soldiers are 
equipped with land mines, tanks, parachute bombs and knockout gas. There’s 
even a few piranhas in the water. Go get yourself a pistol and a supply of 
hand grenades. 

2999 A.D. Back at the Time Travel Research Center, you’ll face one last, fierce 
battle against the Drakkon King himself. The weapons you want include a 
rocket laser gun and a missile gun. 


NUMBER OF LIVES 
You start the game with four lives. You will lose life each time your life energy 
bar reaches zero; units on the bar are lost each time you are hit by an enemy. 
There are a number of 1-Ups hidden in the game that will give you an extra life. 


ABOUT THE ORBS 
The little golden spheres contain the energy you need to move from time zone 
to time zone. Some of them are hidden from sight, while others may be out of 
reach or even become invisible as you approach. 


WEAPONS 
Talk about bravado—or is it foolishness? Y ou’ll walk into each time zone armed 
only with your fists and feet. Search the time zones for weapons sent to you by 
the time travel scientists. 
Some weapons are more effective against some enemies than others. To 
switch from weapon to weapon, press the Select button and watch the screen 
display to see the chosen device. 
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ENEMIES: There are four types of enemies to battle in the game: 


- Drakkon Stormers. These soldiers and their robots live in the present (A.D. 
2999). 
Drakkon Minions. These are the creatures under the control of the Drakkon 
Lord in each of the ancient time zones. - 
Drakkon Lords. The bosses of each level, you'll find a different one in each 
time zone. 
Drakkon King. He’s waiting for you in the time center at the end of the game. 


SPECIAL ITEMS 
Among the many special items you will find in the game are the following: 


Power Packs. They’ll replace your life energy. 
Hearts. Each is worth an extra life. 
Treasure. Capture dollars and bags of money to boost your score. 


Time Lord is a registered trademark of Milton Bradley Company. © 1990 Milton Bradley Company. 
Program and audiovisuals by Rare Ltd/Rare Coin-it, Inc. 


Ultima Quest of the Avatar 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 8 SOUND: (1-5) 3 


RESPONSE: (1-10) 6 FUN: (1-10) 7 
ULTIMATE RATING: (0-35) 24 


An avatar is a term from Hindu mythology, being the incarnation of a god. Gods 
being perfect, of course, an avatar is a perfect being. 

Ultima Quest of the Avatar is an aptly named game: it is clearly a quest for 
perfection in the role-playing world. There is more innovation, more imagination 
and more detail in this game than in most any other Amazing Quest game we have 
seen for the Nintendo. 

This may or may not be the best role-playing game—fans of Link and Zelda 
may prefer that series’ playful side, while the Dragon Warrior games (especially 
the new Dragon Warrior II game reviewed in this book) may be more exciting—but 
you have got to respect Ultima Quest of the Avatar for expanding the definition of 
the game. 

The Ultima series of games—there are now five of them in various computer 
formats—have been a huge success. Quest of the Avatar is the second of the games 
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to arrive on the Nintendo, following Ultima Exodus, which made its debut a year 
ago. Avatar is an adaptation of the PC game Ultima IV. 

Among the unusual features of this game is the way in which it creates your 
Starting character. Instead of the player choosing characteristics for strength, 
wisdom, magic and the like—which is the way most other role-playing games 
begin—Quest of the Avatar begins with a psychological profile of the player. 

Here’s one of the questions thou art askt: 


“Entrusted to deliver an uncounted purse of gold, thou dost meet a poor beg- 
gar. Does thou deliver the gold, knowing the trust in thee was well-placed, or 
show Compassion giving the beggar a coin, knowing it won’t be missed?” 


Depending on how you answer the question, you will accrue points in the 
Honesty or Compassion categories. Here’s another example, this time determining 
points in the Honor or Spirituality columns: 


“In thy youth, thou didst pledge to marry thy sweetheart. Now thou art ina 
sacred quest in distant lands, and thy lover hath asked thee to keep thy vow. 
Dost thou honor thy promise to wed, or follow thy spiritual crusade?” 


Once you are through answering the questions at the start of the game, you will 
be zoomed into the castle to meet the continuing overseer of the Ultima series, Lord 
British. Here you learn the details of the quest. Lord British tells you that although 
the Age of Darkness is over, he still cannot find a worthy adventurer who can master 
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the Eight Virtues of Avatarhood and lead the people into a new age of enlighten- 
ment. 

So that is your assignment: perfection. The virtues are Compassion, Honesty, 
Honor, Humility, Justice, Sacrifice, Spirituality and Valor. Based on the answers 
you gave to the pop quiz at the start of the game, you will be assigned to one of the 
following types of characters: Mage, Bard, Druid, Ranger, Shepherd, Paladin or 
Tinker. For example, if you have received high scores in honor, justice and valor, 
you may be assigned to play as a fighting Ranger or Paladin. If you show yourself 
to be a sensitive and spiritual type, you may be a Mage or Bard. 

Each type of character starts the quest with different armor, weaponry, magical 
ingredients and money, and begins from a particular city. 

Once you are into the game, you will discover that once again there is more to 
this game than first appears. As you move around on the map of the world, the 
scenery will change dramatically. Move into a dark area and you will see just a 
tiny window with your character in it. Move up stairs to see a completely different 
view. Walk through a door and find the scenery behind you changing. There are 
hidden entrances and exits and trap doors galore. 

We worked with prerelease materials for this game. 


What colors are the Stones, and where can I find them? 
Yellow (Compassion). Dungeon Despise, Level 5. 
Blue (Honesty). Dungeon Deceit, Level 7. 
Purple (Honor). Dungeon Shame, Level 2. 
Black (Humility). Beneath Moonglow’s Moongate at the twin new moons. 
Green (Justice). Dungeon Wrong, Level 8. 
Orange (Sacrifice). Dungeon Covetous, Level 7. 
White (Spirituality). In a cave north of Castle Britannia. Use a balloon. 
Red. (Valor). Dungeon Destard, Level 7. 
Where are the runes? 
Compassion. Britain. In the Inn, at the foot of the stairs. 
Honesty. Moonglow. Three steps south of the lone red brick. 
Honor. Trinsic. In the middle of Old Man’s field at harvest. 
Humility. Paws. In the moors below the stable yard. 
Justice. Yew. In the prisoner’s (Vorpal) cell. 
Sacrifice. Minoc. In a corner of smithy’s (Zircon) forge. 
Spirituality. Castle Britainny. In the hidden room near the wizard. 
Valor. Jhelom. In the hidden corridor, in the corner of the force field near 
the ghost. 


Ultima Quest of the Avatar is a registered trademark of Richard Garriott and Origin Systems, Inc. © 
1985, 1990 Origin Systems Inc. Nintendo version © 1990 FCI Inc., © 1990 Pony Canyon Inc. 
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Air Wars 


After Burner 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 4 SOUND: (1-5) 3 
RESPONSE: (1-10) 4 FUN: (1-10) 4 

ULTIMATE RATING: (0-35) 15 


Wanna see an F-14 Thunder Cat on afterburners? 

Wanna see it again? 

The enemy—we don’t know who it is, or why it wants to make trouble—has 
initiated a “diabolical two-part plan to conquer the world.” It’s up to you to fly to 
the two locations and fight your way past enemy aircraft, missiles and projectiles. 
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This is essentially the same plane used in the Top Gun—The Second Mission 
game, which you can also read about in this book. See that chapter for details about 
the F-14. 

Your fighter includes all of the latest in military hardware, including a “heads-up 
display.” This is a system that projects information onto your own windshield so 
that you can monitor your gauges and radar screens without having to look down 
at the panels. 

The white radar frame shows you the full game screen. Red blips are enemy 
aircraft. You'll see a horizontal line across the screen; this is called an artificial 
horizon, and it serves to show you the position of your wings relative to the real 
horizon. 

If you see red blips outside of the white frame, you’ll know that enemy aircraft 
are approaching from the side. Turn toward them to get them in your gunsights. 
When the red blips are within the white frame, the enemy is coming right at you. 

To win the game, all you have to do is complete all 23 stages of aerial combat, 
get the plans for the invasion from the trucks parked at each of the enemy’s landing 
fields, and then return safely to your aircraft carrier. 

Graphics are pretty simple, and your plane is stuck in the middle of the screen 
at all times. One player only. 


MANUFACTURER: Tengen. (408) 433-3999. 
CHARACTERS: Just you. And your F-14. 


CONTROL PAD 
Arrows: Move the plane up, down, left or right. To initiate a roll, press the left 
or right button, and then quickly press the opposite button once your plane 
is flying on its side. 
“A” BUTTON: Shoots the Vulcan cannon. 
“B” BUTTON: Fires air-to-air guided missiles. 
Start: Activates afterburners. 


NUMBER OF LIVES 
You start out with three jets; you’ll lose one, obviously, when it is shot out of 
the sky. You can obtain replacement jets when your score reaches 5,000,000 
and 15,000,000 points. If you lose all of your jets, the game is over. 


SCORING POINTS 
Enemy Aircraft 2,500 points 
Flying Mission 800 points 


Bonus Points. The total number of enemy aircraft destroyed in the three pre- 
vious stages, times 20,000. 
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SECRET WEAPONS 
Your first weapon is your F-14 itself. This is a highly maneuverable aircraft, 
capable of quick rolls, dives and ascents. Use the afterbumers for a sudden, 
awesome burst of power. 


Vulcan Cannon. This is amodem-day machine gun, firing 20mm shells. You'll 
need to have your enemy within your sights in order to fire. Line up the 
onscreen sight and wait until you are close before pressing the “A” button. 

Air-to-Air Guided Missiles. When an enemy approaches your F-14, your 
computer guidance systems will automatically lock onto it. You'll see a radar 
sight on your screen—larger than the small gunsight for the Vulcan Cannon. 
Press the “B” button to fire. The missiles are good, but not perfect. The 
enemy can evade some of them if they move quick enough or if you fire too 
soon or too late. You will start each mission with only 70 missiles; if you 
crash with less than 50 missiles remaining, your new jet will start out with 
50 in its arsenal. You can land at a friendly air base for restocking. 


Deep in the game, you will be met by a Navy fuel tanker that can give you a 
midair refueling. You will also come to friendly landing zones where you can 
put down for a short while and restock on fuel and missiles. 


ENEMIES - 
There are four types of enemy aircraft you will meet in midair: 


Interceptor. A supersonic fighter jet. 
Dragonfly. A smaller Class 1 fighter. 
V/Stoll. A Harrier Class jump jet. This is a special kind of jet that can take off 
` vertically like a helicopter and then rotate its engines into a horizontal 
position and roar away like a regular jet. 
Bearmax. A high-altitude helicopter gunship. 


SUPER SECRET 
When you receive a Game Over, press and hold the B button while the words 
are on the screen. You will enter into a Music Selection screen where you can 
test five tunes. : 


POWER PLAYER HINTS : 
Perfect the rolling maneuver. You can dodge many enemy missiles and projec- 
tiles in this manner. 


After Burner is a trademark of Sega Enterprises, Ltd. © 1987, 1989 Sega Enterprises, Ltd. 
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Captain Skyhawk 


DIFFICULTY: Apprentice-Master of the Game 

GRAPHICS: (1-10) 9 SOUND:(1-5) 3 

RESPONSE: (1-10) 9 FUN: (1-10) 9 
ULTIMATE RATING: (0-35) 30 


Some people have called modem aerial combat the ultimate video game. In Captain 
Skyhawk, we have what may be the ultimate modern aerial combat video game, at 
least thus far. 

Captain Skyhawk is the most realistic, nerve-racking and fun flying simulation 
we have yet seen for the Nintendo. Part of the credit has to go to the very responsive 
programming and the other part to the excellent graphics, which are among the 
best we have seen for a home system. 

The story is this: Aliens have invaded Earth, building four land bases that are 
draining away the planet’s energy and sending it to their space station. It’s up to 
you, of course, to defeat them and assist the scientists feverishly building a secret 
weapon to blast the alien space station from the skies. 

The backgrounds, obstacles and enemies are very nicely drawn, as is your 
F14-VTS jet fighter. When you bank your fighter left or right, or climb or dive you 
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see the sides, top or bottom of the plane. Your view is from slightly above and 
behind your fighter. 

This game plays in low-level combat in mountain valleys and barren deserts, 
above the polar ice caps, over the open ocean and even in outer space. 

As we fought our way through the opening level, a breathtaking plunge through 
enemy-infested narrow mountain passes, we found ourselves being reminded of 
something completely unrelated. It felt like being inside of a pinball machine—no, 
wait: it felt like being inside of a marble maze. Yes, that was it: Captain Skyhawk 
is like a high-speed shoot-em-up version of Marble Madness. And, actually, there 
isa very strong relation here—after all both Marble Madness and Captain Skyhawk 
come from the same manufacturer. 

Anyhow, back to the game: in four of the nine missions you will be fighting to 
eam the right to find and destroy an enemy land base. Your fighter will be able to 
hover while you swoop back and forth here. The land base is made up of five 
armored domes in a diamond shape around a central dome. You’! have to destroy 
the four outlying domes before you can take on the headquarters in the center. 

At the end of each mission, you will enter into air-to-air combat. Use your 
cannon fire or your limited number of missiles to shoot down as many as you can. 
Each one you destroy will earn you a credit toward purchase of new and improved 
weapons when you pilot your plane way up, up and away to the space station. One 
player only. 


MANUFACTURER: Milton Bradley. (413) 525-3545 
CHARACTERS: You are (ta-dah) Captain Skyhawk. 


CONTROL PAD 
Arrows: Press the Up arrow to climb; press the Down arrow to dive. 
Press the Left or Right arrows to bank in those directions. 
For an evasive barrel roll, press the Select button while pressing the Left 
or Right arrow keys. 
“A” BUTTON: To fire your cannon, which has an unlimited supply of bullets. 
You can purchase improved cannons at space stations. 
“B” BUTTON: Tap the button to fire a Maverick Air-to-Ground Missile. 
Press and hold the button and then release it to fire a Hawk Bomb. 
Press the button to lock a Phoenix Air Intercept Missile onto an enemy; 
press again to fire. 
In later stages of the game, press the B button to drop supplies to the 
valiant scientists building a Neutron Cannon. 
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NUMBER OF LEVELS 
There are nine missions in the game. In each of them, of course, you’re going 
to need to destroy enemy planes. In the first seven missions your assignment 
includes docking with the space station. Here are the other elements of your 
assignment: - 


Mission 1. Destroy enemy base. Mission 2. Drop supplies. 
Mission 3. Destroy enemy base. Mission 4. Get scientist. 
Mission 5. Destroy enemy base. Mission 6. Drop supplies. 
Mission 7. Destroy enemy base. Mission 8. Get scientist. 


Mission 9. Destroy alien space station. 


NUMBER OF LIVES 
You'll start the game with five jet fighters. Each time you destroy 64 aliens in 
a battle, you will earn an extra life. 


DOCKING AT THE SPACE STATION 
After you successfully complete each mission, you will zoom into space for 
restocking and a bit of shopping at the space station. Your fighter will automat- 
ically approach the rotating station, but it will be up to you to come in for a 
gentle landing. 

Lightly tap the arrow keys up and down until the met is exactly lined up 
with the rotating slot; you may also have to center the plane by moving it left 
or right. 

When the plane is exactly lined up with the slot, with the wings level with 
the opening, press the B button to enter. If your timing is off, you will crash 
and lose one of your planes. 


SHOPPING AT THE SPACE STATION 
Use the credits you earn (one for each plane shot down in air-to-air combat) to 
purchase additional weapons. Use the arrow keys to highlight the weapon 
category you want and then press the A button to lock it in. If your plane is 
fully loaded with a dicted type of weapon, you will not be able to add more 
of that type. 


DROPPING SUPPLIES _ 
Deep beneath the surface of some of the later stages, scientists are working on 
a Neutron Cannon, the only weapon powerful enough to destroy the alien space 
station. In missions 2 and 6, you will have to drop supplies on one of their marker. 
crosses on the ground. Press the B button when your plane is over the target; 
if you miss, you’ll have another chance but keep an eye on your fuel gauge at 
the right corner of the screen. If you run out of fuel, you will lose a plane. 
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PICKING UP A SCIENTIST 
In missions 4 and 8 you will have to come in for a landing deep in the heart of 
enemy territory and pick up a scientist with a key part of the firing mechanism 
for the new weapon. Just as with the land bases, you will have to destroy the 
outlying guard stations before you can shoot the central pyramid. 


THE FINAL BATTLE 
In mission 9, you will get to fight against the alien space station and use the 
Neutron Cannon. As soon as you approach the station, plant your finger on the 
A button and keep firing. Knock off the outer pods—all 20 of them—before 
shooting at the center eye. 


WEAPONS 
The basic Cannon comes with an unlimited supply of bullets, but a limited ran ge 
and speed of fire. It can be upgraded at a space station. 
You also will have a limited number of missiles and bombs for some of the 
missions. They include: 


Maverick Air-to-Ground Missiles. These are the most powerful weapons, but 
they are not useful in air-to-air combat. You will have just two Mavericks at 
the start of the game; additional missiles are available at a space station. 

Hawk Bombs are also valuable in fighting against ground forces, especially as 
you come in low to drop supplies. You start the game with six bombs; 
additional ones can be purchased at space stations. 

Phoenix Air Intercept Missiles are your only way to take out other airplanes 
in your airspace. You’ll start out with just two missiles. Additional missiles 
can be purchased at space stations. 


POWER PLAYER HINTS 
We found the game to be greatly improved with the use of an arcade-like 
joystick such as the Advanced Gravis device. And, you should also make use 
of any turbo switches on enhanced control pads of joysticks to increase the rate 
of fire for the A button, which controls cannon fire. 


Captain Skyhawk is a registered trademark of Milton Bradley Company. © 1989 Milton Bradley 
Company and Rare LTD./Rare Coin-it, Inc. 
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Rolling Thunder 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 21 
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Here’s a very small twist on your basic Shoot-em-up in Outer Space to Save the 
Captured Princess game: In Rolling Thunder, we have a shoot-em-up in outer space 
to save the captured courageous police undercover agent, who happens to be a 
beautiful female. 

The story is this: Rolling Thunder is the powerful worldwide police force. Agent 
Leila has uncovered a ruthless conspiracy to conquer the world, but before she can 
act to stop it, she has been captured and is now being tortured. It’s up to you to 
save Leila and defeat the Evil Society’s leader. Oh yes, did we mention that this 
evil guy is an alien? His name is Mabu. 

You'll start the game at the entrance to an enemy-controlled passageway, armed 
only with a pistol and a limited amount of ammunition. As you move through the 
structure, you’ll come across many doors: look for the ones marked “Bullets” or 
“Arms” to replenish your stocks. 
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You'll have to clear 10 areas to earn the right to confront Mabu in a final 
showdown. 

This is amore finished game than many other Tengen offerings for the Nintendo 
system, including continues and passwords as well as a slightly more filled-out 
story line. The game play is also extremely similar to the Code Name: Viper. One 
player only. 


MANUFACTURER: Tengen. (408) 433-3999 
CHARACTERS: It’s you against Mabu and his henchmen. 


CONTROL PAD 

Arrows: You can move your character to the left or right, or make him crouch 
down by pressing the Down arrow. 

“A” BUTTON: Jump. 
High jump: “A” button and Up arrow. 
Long jump: “A” button and Right arrow. 
Jump down: “A” button and Down arrow. 

“B” BUTTON: Shoots. The handgun fires only one bullet at a time; the 
machine gun can fire continuously. 


NUMBER OF LIVES 
You have three lives to start. Each time you are touched by an enemy, your Life 
Gauge is reduced by one. You'll lose a life when your Gauge reaches zero. 
You'll lose a life if you are hit by a bullet, bomb or beam, or if you fall into a 
lava field or into a place where there is no floor. Finally, you’ ll lose a life if you 
fail to clear an area in the time allowed. There is a continue and password option 
available. 


TIMING 
When you clear an area, your Life Gauge will be restored to its full condition, 
and if your handgun has less than 50 bullets remaining, your ammunition will 
be replaced up to 50. 


SECRET ITEMS 
What’s behind the secret door? As you move along in your challenge, you will 
come across quite a few doors. Some are marked, some are not. Take the time 
to explore as many as you can. 
To enter a door, stand in front of it and press the Up arrow. When you’ve 
picked up whatever is within the door, you will automatically exit. 
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If you hold the Up arrow and don’t release it, you will stay hidden behind the 
door, which may come in handy from time to time. Press the down arrow to pop 
out when the coast is clear. 


Bullet Door. Enter here to obtain more bullets for your handgun (you start out 
with only 50). The maximum number of bullets you can have at one time is 
300. 

Arms Door. Go inside to pick up a new machine gun. When you run out of 
ammunition, the machine gun will go away and you'll have to find a new 
Arms Door. 

Unmarked Door. You’!! find extra time bonuses hidden behind some of them. 


ENEMIES 
Well, the big bad boss man is Mabu, the leader of the Evil Society. He’s hidden 
deep within the secret fortress. 
Some of the hench-things (blue terrorists among them) will need to be hit 
twice in order to be destroyed; at least one of them, though, should not be hit 
twice if you can avoid it. Here are some of their names: 


Breaker. An apeman. 

Flamer. He can be a real pain in the you-know-where. Hit him twice and he’ ll 
break into four pieces and attack. It might be better to stay away. 

Geruzo. A bat with a human face. It will run away if you approach. 

Hooded Thug. Look for the color of the hood: they have different abilities and 
methods of attack. 

Ninja. This guy pops out of the walls and can ruin your whole day. 


POWER PLAYER HINTS 
When you come across enemies that have to be shot twice, crouch down for the 
second shot. 

Practice a maneuver called a “gun shield.” Shoot, and then quickly move 
along behind the bullet as it moves across the screen. The bullet will hit the first 
enemy it meets. 

Press the Down arrow and the A button to jump down a whole set of stairs 
in a real hurry. 

There’s a secret way to turn around while you are in a crouch, which isa good 
maneuver if you are under fire. Press the arrow key for the direction opposite 
the one you are facing and press the fire button twice. 


POWER ZOOMING 
You can continue your game from the place where you lost you last life up to 
three times. After then you will start back at the beginning, unless you have 
recorded a password for an upper region. 
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Here are some sample passwords that will let you maple a bit of the game 
beyond the early levels: R 


Story-Level Code Story-Level Code 

1-5 1450064 2-7 6609809 

2-10 6765136 ` 3-3 6396857 

4-6 7236972 4-10 6983701 
SUPER SECRET 


Don’t always go right to a marked door. Check the door to the left to see if there 
is any hidden extra time there. 


Rolling Thunder is a trademark of Namco Ltd. © 1989, 1986 Namco Ltd. 


Thunderbirds 


DIFFICULTY: Apprentice-Master of the Game 

GRAPHICS: (1-10) 7 SOUND: (1-5) 3 

RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 20 


THUNDERBIRD BASE 
HERE. WHAT’S VOUR 
SITUATION, JOHN? 


Like father, like sons. This guy Jeff Tracy seems to have has his own private air 
force, staffed by his five sons. 
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And like any air force worth its name, it has its own private enemy, a bad guy 
who goes by the name of Hood. He sends a warning through one of the boys to 
dad: surrender all of your vehicles to me or I will destroy the earth with a rain of 
meteors. The Tracys response: No! 

This guy Hood is a real globetrotter; at the start of each round of the game, your 
capable whiz Dr. Brain will produce a map of the world with blue triangles to 
indicate places where Hood is active. 

You’ll be given 60 days to neutralize Hood’s threat, and you’ll probably need 
every moment. You will lose days each time one of your whiz-bang rocketships 
has to go into the garage for repairs. 

The game starts out with some pretty classy space scenes, and the movie-like 
introduction at the start of the game is cute, but at heart this is just a shoot-em-up, 
like 1943 or other dogfight games. One player only. 


MANUFACTURER: Activision. (415) 329-7630 


CHARACTERS: 
Jeff Tracy is more than a father figure to the Thunderbird pilots. He is really 
their father. The pilots are Alan, Gordon, John, Scott and Virgil Tracy. Aided 
by the strange genius of Dr. Brain, they travel the globe fighting the evil intents 
of the alien mastermind named Hood. Each of the pilots has been assigned a 
particular super-duper ship: Mach 20 Rocket, Neptune Hydro-Turbojet, Laser 
Car, Firefly Atomic Plane or Mole. 


CONTROL PAD 
Arrows: The Thunderbirds are always in motion, but will speed up when you 
press the Up arrow and slow when you push Down. Use the Right, Left or a 
diagonal arrow to move across the screen. 
“A” BUTTON: Press to fire. 
“B” BUTTON: Press to select and use one of the Orbital Device Configura- 
tions. 


NUMBER OF LIVES 
Each time a Thunderbird takes a hit, the pilot will lose one Life Point and one 
Energy Point. When a Thunderbird is knocked out of combat, the pilot will lose 
any Orbital Devices he has captured, but any Orbital Device Configurations in 
his possession will remain available for use with future devices gained. 


SPECIAL ITEMS 
When you destroy some of the aliens’ vehicles and devices, you will uncover 
special power-ups that will increase your Thunderbirds’ fighting capabilities. 
The items are 
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L-Life Point. Strength and health. 

E-Energy Point. The first one that is captured will double the firepower of the 
Thunderbird; the second will triple the firepower. 

O-Orbital Device. Each one that you grab will allow the Thunderbird to use an 
extra source of firepower that will orbit alongside. 
Orbital Devices must be used together with an Orbital Device Configuration. 


Two configurations, Fire Forward and Fire Backward are available from 
the start of the game, but three others must be captured from Hood’s forces. 
They are generally available after every other weapon at the battle scene has 
been destroyed. The additional configurations are Fire in a Circle Around the 
Ship, Fire Forward/Diagonal and Fire Sideways. As many as two devices can 
be configured for use at one time. 


POWER PLAYER HINTS 

The most useful Orbital Device Configuration is Forward/Diagonal with its 

broad pattern of fire. You’ll find it at the end of the third battle zone, near China. 
If you lose a game by running out of time, you will be allowed to continue 

up to three times; each time you return you will be allowed one more Life Force 

point, up to a maximum of six. You may be able to get further into the game by 

working with six points. Be sure to record and use any advanced password you 

obtain in this way. 


Thunderbirds is a trademark of Activision. © 1990 ITC Distribution, Inc. Game content © 1990 
Pack-In-Video Co., Ltd. Game pak © 1990 Activision. 


Top Gun—The Second Mission 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 18 


Here’s your chance for hi-tech hijinks as the pilot of a real screamer, an F-14 
Tomcat fighter. You’ll blast off from the deck of an aircraft carrier . . . but let’s not 
get too wrapped up in story line here. This is a game that concentrates on shooting. 
At the start of each stage of the game, you get to select your armament—your 
choice from among Phoenix, Sparrow and Sidewinder missiles can have a real 
effect on your chances of survival. 
You can play by yourself, against the computer, or in a two-player dogfight. 
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We like the ability to choose between a computer game setting for the control 
arrows or a slightly more realistic control stick setting, and also appreciate the fact 
that the background music can be turned on or off, something we wish all games 
offered. 


About the F-14A 


The Tomcat is a fierce feline, no pussycat. Made by Grumman, and selling for a 
cool $38 million each, it was specifically designed for air defense of a carrier battle 
group. The fighter has two seats, one for a pilot and one for an RIO (Radar Intercept 
Officer). There are about 400 of the fighters in service. 

The plane is 61 feet long, with a movable variable-sweep wing that is 64 feet 
across when fully forward for takeoff or low speed flight and 33 feet across when 
swept back for high speed flight. The angle of sweep can be varied from 20 degrees 
to 68 degrees and is controlled automatically by the air-data computer to optimize 
the lift/drag ratio. 

The plane weighs between 35,000 and 60,000 pounds, depending on fuel load 
and armaments. The Tomcat is powered by two Pratt & Whitney TF30-P-412 or 
two TF30-P-414 turbofan engines developing 20,900 pounds of afterburner thrust. 
Top speed is about Mach 2.3 to 2.4 at high altitude. Rate of climb is 30,000 feet 
per minute at sea level—that’s about 500 feet a second! 

The heart of the F-14A is the Hughes AWG-9 pulse doppler radar. It has the 
longest range of any known radar (210 km or 131 miles) plus the ability to track 
up to 24 targets. It can conduct simultaneous missile attacks on up to six of the 24 
targets while continuing to track the others. The F-14A also carries an array of 
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ECM (electronic counter-measure) equipment, including radar-wamning receivers, 
chaff/flare dispensers, and jammers. 

Weaponry begins with the AIM-54C “Phoenix” missile, the largest and longest 
range airborne missile in the U.S. inventory. The Phoenix has a speed of Mach 5 
and a range of 148 km or 92 miles. It can attack targets as high as 100,000 feet; 
each missile costs about $1 million. 

The Aim-7 “Sparrow” is the medium range missile employed by the F-14A and 
like the Phoenix is radar-guided. The Aim-9 “Sidewinder” is an infrared-seeking 
short range missile also carried on the F-14A. 

A typical weapon load for a Tomcat would be some 

combination of these systems. A plane might carry four Phoenix missiles on 
rails under the fuselage and a Sparrow and a Sidewinder under each wing. The 
Tomcat also is fitted with a single 20mm M61 cannon. One or two players. 


MANUFACTURER: Konami. (708) 215-5111 


CONTROL PAD 
Arrows: The arrow keys are the yoke and controls of your fighter plane. You 
can head your fighter up into a climb or down into a dive (see special note 
below) using the Up or Down arrows. 

You can also perform special evasive maneuvers such as the Barrel Roll, 
which may help you evade some oncoming enemy missiles. Press the left or 
right arrow key twice in quick succession to a roll. 

If you press the opposite arrow key twice rapidly in the middle of the Barrel 
Roll, you’ll reverse the roll and turn back to your original position, a tricky 
maneuver called “Rolling the Dice.” 

SPECIAL NOTE: The standard control setup for Top Gun has the Up 
arrow sending your plane into a climb and the Down arrow sending it into a 
dive. This is called the “Normal” mode. For a slightly more realistic feel to 
the game, you can select a “Reverse” setting at the beginning of the game. 
In this arrangement, pressing the Down arrow is equivalent to pulling back 
on the stick of an airplane, which tilts the nose of the plane up. Pressing the 
Up arrow is equivalent to pushing the stick forward, which sends a real plane 
into a nose-down dive. 

“A” BUTTON: Controls your speed. Hold the button down to increase veloc- 
ity; release it to slow down. 

The “A” button is also used to switch from screen to screen and select 
missiles at the start of each stage. 

“B” BUTTON: Fires weapons. 

Hold the “B” button down to fire the Vulcan cannon for close-range 

battle. 
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When a target is in range of one of your missiles, your onboard computer 
will automatically lock on and display an arrow near the target. Press the “B” 
button twice to fire a missile. 

When you bring your plane in for a landing on the carrier, the “B” button 
applies air brakes, which are a form of flap that reduces your air speed. 


NUMBER OF LEVELS 
You must survive three stages of combat and then return to your base in order 
to complete this game. The stages are 


Stage One. Here you must destroy every one of the enemy’s nuclear-powered 
attack submarines. When that is accomplished, you must blast from the sky 
the Black Jack bomber. 

Stage Two. You’re looking for targets on the ground in a forest full of tanks 
and soldiers with hand-held Stinger missiles. Your final target is the huge 
Hind-Alpha helicopter. 

Stage Three. This one is real easy! First you have to get through a lightning 
storm, all the while dodging laser beams sent down by a Killer Satellite. Then 
you'll have to do battle against the enemy’s Space Shuttle. 


SPECIAL TWO-PLAYER DOG FIGHT 
This special version of the game allows you to go head-to-head against a 
friend—or at least someone who was a friend when you started the game. The 
screen will split into tow, with Pilot One’s display at the top and Pilot Two’s at 
the bottom. The survivor is the winner. 


SECRET WEAPONS 
You can equip your fighter with one of three different types of missiles at the 
start of each stage. Hmmm .. . there are three stages in the game. We bet that 
there is just one best missile for each of the different challenges. 


Sidewinder. Uses the narrow missile sights. 
Sparrow. An air-to-air missile for combat. Uses the medium missile sights. 
Phoenix. Uses the wide missile sights. 


ALERT LAMPS 
You’ll want to get in the habit of keeping an eye on your Alert Lamps, especially 
the top two. The lamps are 


Danger Lamp. Flashes when an enemy comes into view. 

Lock-On Lamp A. Tells you when an enemy has locked his missile radar onto 
your aircraft. 

Lock-On Lamp B. Flashes when your own radar is locked onto an enemy. 
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Rotation Lamp. Flashes during a Barrel Roll, at the time when your fighter is 
under the most stress. 


HOW TO LAND 
At the end of each stage in the main mission, and after every duel with the 
enemy, you must return to your carrier and land for refueling and a fresh supply 
of missiles. 
Bring your fighter into position for landing, and adjust the speed of your 
fighter to match the speed indicated on your radar display. Use the “A” button 
to increase speed and the “B” button to apply air brakes. 


ENEMIES 

Not that it matters all that much, but each of the enemy pilots has aname—they 
probably have mothers and fathers and girlfriends, too. Their Russian-sounding 
names are Boris “Buzz” Bombzinsky, Gorky Skykovsky, Igor Gregovich, 
Demitri Jetsky, Bobo Bubushka, Stalin Fortimesky and Fearless Leader Cy 
Beeria (get it?) 

Enemy vehicles and aircraft are Red Tide Nuclear Attack Submarine; Black 
Jack Cruise-Missile Bomber; Misha Marauder Tank; Hind-Alpha Death Chop- 
per; Fire Storm Fighter, and the Star Wars Space Shuttle. 


SUPER SECRET 
A good part of success in this game comes when you learn to balance your speed 
to the situation. If you travel relatively slowly, you’ll have a better chance at 
getting one of your targets in your sights. If you go to full speed, using your 
afterburners, you’ ll find it easier to dodge any enemies on your tail. 


Top Gunis a trademark of Paramount Pictures Corporation. © 1989, Paramount Pictures Corporation. 
Game pak © 1989 Konami Inc. 
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Arcade Champions 


Baby Boomer 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 


Boo Mikk “KSggTS PRegpS 
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Little Baby Boomer has crawled away from his mother on a great adventure. Your 
job is to protect him as he moves from left to right in the face of countless threats 
and dangers. In case you didn’t guess this, you should do anything you can to keep 
the baby from falling off cliffs or into rivers or empty graves. 

When you’re protecting an innocent baby, the rule is “Shoot First, Ask Questions 
Later.” That’s the general operating premise for Baby Boomer. This game uses the 
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Nintendo Zapper Light Gun for all of its functions (except pause). You use the gun 
to zap any dangers or scary things in front of the baby and you use the same gun 
to help clear the path for the cute little crawler. For example, the baby will keep 
moving toward a dangerous crevasse and if you don’t do something, he will fall 
in. One solution: shoot the clouds to make them rain and form an ice bridge for the 
baby to crawl across. 

Actually, not everything in the game should be shot at; some items are especially 
valuable to the baby, who will collect them himself. 

This is an interesting change of pace from any other Zapper games we’ve seen, 
and a generally entertaining little game, although we do admit that it makes us a 
little uneasy to see kids aiming a gun at a baby, even if the baby is not the target. 
One player. Two players can work as a team with a joystick plugged into one port 
and a zapper into the other. 


MANUFACTURER: Color Dreams 
CHARACTERS: It’s you. And Baby. 


CONTROL PAD 
The only thing you do in this game is shoot. Plug the Nintendo Zapper Light 
Gun into Port 2 and a standard Controller into Port 1 of the NES. 


SPECIAL ITEMS 
There are dozens and dozens of things to shoot at in this game. We’ ll highlight 
just a few of them. You’ll need to take the time to practice to learn the effects 
of shooting each of them. 

Be sure to zap any Milk Bottles you see to keep the baby well-fed. Not all 
of them are visible, too, so you may have to try some random shooting. Watch 
the milk level indicator at the bottom of the screen to see how much milk is left. 

Zap Fireworks before they scare Baby Boomer. There are also some invisible 
fireworks scattered around; you’ll know they’re there when you spot their 
glowing fuses. 

Keep an eye on Valve Handles on pipes. You may want to try zapping one 
or another to determine which pipe opening Baby Boomer will crawl through. 


DON’T SHOOT! 
Leave gold nuggets alone. Baby Boomer will gather them himself and when he 
has enough, he will be rewarded with an extra life. 
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POWER PLAYER HINTS 
Since you cannot accidentally shoot the baby (we were glad to find that out) 
one strategy when there are lots of creeping pests about is to keep the crosshairs 
very close to the little tyke and keep firing away. 


Baby Boomer is a trademark of Color Dreams. © 1989 Color Dreams, Inc. © 1989 Jim Meuer. 


rid 
Batman 


DIFFICULTY: Apprentice-Master of the Game 

GRAPHICS: (1-10) 8 SOUND: (1-5) 4 

RESPONSE: (1-10) 8 FUN: (1-10) 7 
ULTIMATE RATING:(0-35) 27 


You’ ve heard of this guy? Its kind of hard to imagine someone who hasn’t. Batman 
has been around for half a century in one fictional form or another, and, of course, 
he became a truly global phenomenon in 1989 with his movie success. 

The Nintendo game based on the movie lagged behind for almost a year, but the 
result is a very nicely designed and executed game. The cartridge is loosely based 
on the movie plot: the people of Gotham City are preparing to celebrate the 200th 
anniversary of their metropolis; but the bad guys, lead by that unfunny Joker, are 
Out to spoil the fun. 
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Batman will battle through 15 different enemies and five fearsome bosses in 
five spectacular stages. 


The Story of Batman 


Batman was born more than 50 years ago, out of the dark and threatening days that 
led up to World War II, when it seemed that all of the world was about to explode 
into violence and hatred. 

In May of 1939, artist Bob Kane and writer Bill Finger created a character for 
Detective Comics who was determined to stand up all by himself against the forces 
of evil. He had seen his parents gunned down by a stick-up man, and had sworn to 
dedicate his life to law and order . . . and revenge. Thus he started his life as a 
possessed killer. 

In an early edition of Detective Comics that recounted the birth of the caped 
avenger, Bruce Wayne seesa sinister flying creature outside his window in Gotham 
City and speaks these words: 


“Criminals are a superstitious, cowardly lot. My disguise must be able to 
strike terror into their hearts. I must become a creature of the night—dark, ter- 
rible ... A BAT! That’s IT! It’s an OMEN! I shall become a BAT!” 


In the early Batman stories, the avenger acted alone. But in April of 1940, 
Batman picked up a sidekick, Robin, who gave a softer character to the ongoing 
story, but did not soften the vengeful Batman himself. Robin has moved in and out 
of the Batman story over the years. 

Later in 1940, Batman got his own comic book, and in Batman #1, two 
arch-enemies were introduced: The Joker and Catwoman. The Penguin and The 
Riddler came later. Through the war and into the 1950s, the stories continued in 
their dark and moody vein. Later in the 50s, the story lines began to become more 
fanciful, and a number of “relatives” were added to the cast, including Batwoman, 
Bat-Mite and Bat-Hound. There were stories that brought in alien creatures and 
science fiction themes. These themes continued until 1964, when the writers of the 
comic books turned back to the rougher and more realistic stories of the original 
Batman. 

Throughout his history, Batman has been a multimedia guy. His first movie 
appearance was in 1943 in a Columbia Pictures movie serial called “Batman.” A 
second serial called “Batman and Robin” was launched in 1948. The first newspa- 
per comic strip began in 1943, and was revived in 1966. His first electronic 
appearance was as a guest star on the “Superman” radio show in the 1940s. 

Batman became a television superstar in 1966 with the launch of the “Batman” 
TV series. The show, which ran for three seasons, was very different from the 
original Batman themes. The show was silly and frivolous and a lot of fun. The 
tone of the comic books again changed, reflecting the high “camp” of the TV show. 
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In the 1970s, the Batman comics returned to the darker themes of the original 
Batman. Today, Batman is published in almost every comic book format, in more 
than 20 languages in 45 countries around the world. 

Batman celebrated his 50th birthday with the release of his first full movie, 
“Batman,” starring Michael Keaton as the Dark Knight and Jack Nicholson as The 
Joker. And part of the tidal wave of new Batman products that came out along with 
the movie were the Batman PC game. The caped crusader arrived on the Nintendo 
Entertainment System and the Nintendo Game Boy in 1990. One player only. 


MANUFACTURER: Sunsoft. (708) 350-8800 


CHARACTERS 
It’s you, the Caped Crusader, the Masked Avenger, the man himself: Batman. 
You'll fight against enemies including the Killer Moth, the Electrocutioner and 
Firebug before you earn the dubious distinction of dueling with that demonic 
dude, the Joker. 


CONTROL PAD 
Arrows: Move Batman left or right. To make him squat down, press the Down 
arrow; to make him jump off a ledge, use any of the arrow keys, including 
the Up arrow. 
“A” BUTTON: Tap the button for a normal jump. 
Hold down the button for a higher jump. For a Wall Jump, press the A 
button while Batman is in the middle of a normal jump and in contact with 
a wall. 
“B” BUTTON: Press to attack/shoot. 
Start: Press to select a weapon when optional weapons are available. 


NUMBER OF WORLDS 

There are five stages in the game, with a total of 21 different scenes. Before 

each stage begins, you’ Il see a short demonstration of the upcoming action. Here 

are the stages and scenes: 

Gotham City (Stage 1) 

Main Street 

High-Rise Buildings 

City Hall 

The Battle against the Killer Moth. 

AXIS Chemical Factory (Stage 2) This is The Joker’s hideout where Batman 
must deal with many industrial hazards as well as traps laid by the funny man 
himself. 

Liquid Waste Floor 
Spark Floor 
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Conveyer-belt Floor 
Nerve Center 
The Battle against the Machine Intelligence System. 

Underground Conduit (Stage 3) All of Gotham City is interconnected through 
these sewer pipes. Batman must find the secret exit to the underground 
caver. 

Underground Conduit I 

Underground Conduit II 
Underground Cavern 

The Battle against the Electrocutioner 

Ruins of Laboratory (Stage 4) Another hideout of The Joker, here Batman 
must contend with contamination and weird genetically engineered life 
forms. 

Research Laboratory 

Storage Room 

Thermal Processing Plant 

The Battle Against the Dual-Container Alarm 

The Cathedral (Stage 5) The secret transmitter leads Batman to his greatest 
challenge. Here he must defeat the awesome Firebug before he wins the 
dubious prize of a battle to the end against The Joker himself. 

Stairway 

Belltower 

The Battle against the Firebug 

The Final Battle between Batman and The Joker 


NUMBER OF LIVES 
Batman has three lives. Each life is made up of eight power units; one unit is 
lost each time Batman is injured and when all eight units are gone, one life is 
over. Life units can be partially restored by collecting hearts. 
You can look at the number of lives available and the current score by 
pressing the Select button to pause the game. 


SPECIAL WEAPONS 
Batman always has his punch. As he moves around, he can pick up three special 
weapons: 
Spear Gun. 


Batarang. A razor-sharp boomerang that will return to Batman’s hands after it 
has been launched at an enemy. 


Dirk. A three-way split weapon that can take out several enemies at once. 
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SPECIAL ITEMS 
When Batman defeats some of the enemies, special items will appear. Grab 
them when you can: 


Bonus. Look for the B to add points to your score. 

Pellet. Each pellet special item adds 10 pellets for Batman’s guns. Without the 
pellets, the guns are useless. 

Heart. Regenerates 1 point on Batman’s Life Power meter. 


ENEMIES 


There are almost more enemies in this game than you would want to shake a 
stick at. Most of them appear in more than one stage. They include: 


ROUND 
K.G. Beast 1 Attacks with a sword and a Shuriken throwing star. 
The Enforcer 1 Attacks with a machine gun from his rocket backpack. 
Deadshot 1-2 A stationary sniper. 
Heatwave 1-5 Totes a Fire Gun. 
Mobile Home Mine 
14 Just like the name says, a movable mine. 
Mobile Tracker 1-5 Rushes at Batman. 
Shakedown 1-2 Another rusher. 
Gluk 2 An industrial waste, the by-product of the manufacture 
of DDID nerve gas. 
Drop Claw 2-5 Sticks to the ceiling and drops bombs, don’t ya know! 
Javelin 2&5 Attacks with a long spear. 
Nightslayer 2&4 Moves slowly, but deadly. 
EEV 3&5 Like acannon. 
Jader 3&4 A biological weapon made by The Joker. 
Maxiezeus 4 Yet another rusher. 
Rail Runner 4 Moves from left to right on a rail. 
THE BOSSES 


Each of the five stages, of course, has its own nefarious Big Boss. They are, in 
the order you’ll meet them: 


Killer Moth (Stage 1). An assassin whose favored weapon is fireballs. 

Machine Intelligence (Stage 2). A robotic defender with three targets. First 
destroy the electric current controller to stop the movement of the machine. 
Next go after the cannon. When those two targets are disposed of, the 
machine will awaken its Nerve Center and that will be your final target. 

The Electrocutioner (Stage 3). This is one high-power guy, capable of sending 
a 10 Mega-Giga volt killer beam from his arm. Lots of luck! 
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Dual Container Alarm (Stage 4). You’ll have to take out both halves of this 
fire-bombing machine. 

Firebug (Stage 5). This is The Joker’s most trusted bodyguard. who can emit 
600 million-degree fireballs that will dissolve anything—including Bat- 
man—into atomic particles. To make things even worse, this guy has a 
personal grudge against the Caped Crusader, since Batman once defeated 
Firebug’s brother. 


POWER PLAYER HINTS 
Start punching before you get to one of your enemies. Your punches will 
actually land a few fractions of a second before the screen shows you in contact. 


| ALWAYS WANTED TO KNOW 
Itall comes down to beating the Joker, doesn’ tit? How? Simple. Keep punching 
when he comes at you. And crouch down low when he raises his gun. He may 
be mean, but he doesn’t seem all that smart. 


Batman and Gotham City are trademarks of DC Comics, Inc. © 1989 DC Comics, Inc. Game pak © 
1989 Sun Corporation of America. 


Chiller 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 4 SOUND:(1-5) 4 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 18 


What can you say about a game whose instruction manual bears a picture of a pair 
of hands reaching from a grave with a tombstone that reads “Dead People Are 
Cool”? How about calling it a “Chiller”? 

That’s just what they’ve done with this new entrant. Chiller is actually an update 
of an old arcade shoot-em-up game. It’s an interesting exercise in target shooting, 
if that’s your cup of ghoul. 

This is an unlicensed cartridge from American Game Cartridges using the same 
technology employed by Color Dreams. We experienced no difficulty in using the 
game in our NES machines. 

The story, if it really matters to you, is that some sinister presence has invaded 
the castle outside of town and has brought the dead back to life. Half-chewed arms, 
spectral babysitters and assorted creeps are everywhere and it is up to you, 
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somehow equipped with a gun, to mow them down. Actually, it’s called a Magic 
Wand in the game. 

Chiller can be played with a Light Gun, of course, but can also be used with the 
control pad. One or two players. Combinations include one or both players using 
light guns, both players using control pads or one player with a pad and one with 
a gun. 


MANUFACTURER: American Game Cartridges, Inc. (602) 961-4022 
CHARACTERS: Yow’re the Ghost-buster, buster. 


LIGHT GUN 
Point and shoot. The recommended distance is 3—4 feet from the screen of an 
average-sized TV screen. Be sure to adjust the brightness and contrast levels of 
the set to standard levels. 


CONTROL PAD 
If you choose to use a control pad, you will be moving a set of target crosshairs 
on the screen, as follows: 


Arrows: Press the Up arrow several times to bring the Crosshairs on the screen. 
After then, use the Up, Down, Left or Right arrows to move it around the 
screen. 

“A” BUTTON: Press to fire. Hold the button down for continuous fire. 

“B” BUTTON: Hold down to speed up the target crosshairs. 
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NUMBER OF LEVELS 
There are eight Talismans to be destroyed on each of the four levels of each 
world. At the start of each level, you will see a display of the items you must 
find. 


Level One: The Graveyard. This is your basic come-to-life boneyard. At the 
top of the screen is the Monster Meter, which tells you how many ghosts and 
spirits remain to be eliminated before the timer runs out. When you finish off 
the level, the Ectoplasmic Tabulator will appear recording the number of 
points you have eamed. 

Level Two: The Hallway of the Castle. The place is deserted—that is, except 
for all of the ghosts floating around and dashing from doorway to doorway. 

Level Three: The Basement. As you enter the cellar, you hear the moans of 
tortured and trapped spirits. But still you go on. Why? Shoot the rats and the 
bugs and the alligators in the running sewer. 

Level Four: The Inner Sanctum. Here in the final level, you must face the 
three remaining evil spirits, who are—shall we say—spread around a bit. 
The Hidden Level. If you successfully find all 32 of the hidden Talismans of 
the game, you will be able to move into the Hidden Level, which is located 
on the hill overlooking the graveyard where all of this began. In the hidden 
level, the premium is on speed. Shoot as quickly as possible any of the evil 

spirits trying to get out of the castle. 


And then just when you think it’s safe to go back out for a walk, the whole thing 
starts all over again. 


Chiller is a trademark of Exidy, Inc. © 1986 Exidy, Inc. Game pak © 1990 American Game Cartridges, 


ne. 


Crossbow 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 18 


This is no Duck Hunt. In Crossbow, you will use your electronic marksmanship 
skills against deadly magicians, man-eating mushrooms, rolling rocks and even 
villainous buildings. 
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Your goal is to assist your three friends to make their way through this world 
by shooting anything that endangers them. Not everything needs to be shot. Some 
items are harmless and can be ignored, while others need to be shot in order to 
convert them into useful items for the adventure. 

As we said, this game has a lot more to it than does Duck Hunt, and if you are 
looking for a game to add to the relatively few Light Gun games available for the 
Nintendo, this is worth considering. 

We worked with preproduction materials. One or two players. You can play 
with one or two light guns, one or two control pads or one of each. 


MANUFACTURER: American Game Cartridges 
CHARACTERS: You are the hero with the gun. 


NUMBER OF LEVELS: There are nine areas to be cleared. They are 

The Desert. Deadly opponents here are the ants, the scorpion and the vulture. 
The snake and rabbits are there for target practice—and points—only. 

The Town. The magician on top of the building is not deadly himself, but 
beware of the fireballs that he throws. Other dangers are lightning bolts and 
ghosts. Don’t worry about the werewolf, but do knock off the people in the 
windows and the lamps on the posts for a few points when you can. 

The Volcano. Your threat here is from the rocks that fall from the sky. Shoot 
the large rock that stands on end near the lava flow to turn it into a bridge. 
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The Cave. Falling stalactites and the large bat could ruin your whole day, but 
the abominable snowman means no harm—he is worth points, though. The 
two hanging stalactites will turn into bridges. 

The Jungle. Don’t worry about the monkey; it’s the coconuts they throw that 
can damage you. Be extra careful with the man-eating mushrooms. 

The Bridge. There are lots of targets here—alligators, frogs, birds, fish and 
trolls—but the ones to worry about are the diving vulture and the rock that 
will roll across the bridge. 

The Castle. Don’t worry about the archers, worry about the arrows they shoot. 
And beware of that pesky vulture again. The swinging chains are okay, but 
shoot them anyhow in order to lower the drawbridge to allow the friends to 
cross. 

The Statue Room. Watch out for the spears that cross the room and the swords 
that fall from the ceiling. The fireball that the dragon lets loose could cook 
your goose, too. When one of the friends is beneath the statue, a light will 
appear on the staff the statue holds; hit the light to open a trap door to allow 
access to the hidden chamber. 

The Hidden Chamber. In order to win the game, you’ll have to shoot the eyes 
of the Villain. 


Crossbow is © 1986 Exidy, © 1990 American Game Cartridges, Inc. 


Dig Dug II 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 18 


Some things never change. So itis for poor Dig Dug. See, here’s this nice fella (we 
think he’s a he, but it’s kind of hard to tell, we’re afraid.) Anyhow, this fella Dig 
Dug just wants to mind his own business but he is constantly being chased by these 
bad guys named Pooka and Fygar (we guess they’re guys, but we can’t tell that 
either, and we also don’t know why they’re determined to be so mean to Dig Dug). 

The original Dig Dug game was a big arcade hit, followed by a successful PC 
and Nintendo version. This game presents the sequel, in which the battle takes place 
on a tropical island. Dig Dug’s job is to protect his peaceful island against the 
assaults of Pooka and Fygar. 
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Dig Dug’s weapons include his trusty drill, a special device called an “‘inflator” 
and a bunch of spikes. The inflator works directly on the monster. If you can hit 
one of your pursuers with a shot, he becomes inflated for a while and cannot damage 
you; land four shots and he will explode. You’ll score more points by using the 
drill to break up the ground between the stakes; when all of the land between the 
stakes are connected by cracks, the smaller portion of the land will fall off into the 
sea and any monsters on that piece of land will be destroyed. 

You'll have to watch out, though, to keep Dig Dug himself from falling in the 
sea; keep him on the big part of the island or at least moving in the direction as the 
final crack is made. If Dig Dug falls into the sea, or is touched by one of the enemies, 
Dig Dug is buried. One player only. 


MANUFACTURER: Bandai 


CHARACTERS 
You are Dig Dug. They are Pooka and Fygar, whatever that is. 


CONTROL PAD 
Arrows: Move Dig Dug up, down, left or right on the screen. 
“A” BUTTON: Push to use the inflator. 
“B” BUTTON: Push to use the drill. 


NUMBER OF LEVELS 
72. See Continue for instructions on how to select a round. 
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NUMBER OF LIVES: Three to start. 


SCORING POINTS 
Using the inflator will earn you a small amount of points; the really big scores 
come from use of the drill. 


Inflator 

Pooka Vertical shot 200 points 
Horizontal shot 200 points 

Fygar Vertical shot 200 points 
Horizontal shot 400 points 


Drilling. The more monsters you sink when you break off a piece of the island, 
the more points you will score. 


Monsters Points Monsters Points 
1 1,000 2 2,000 
3 4,000 4 7,000 
5 10,000 6 15,000 
7 20,000 8 30,000 
9 50,000 10 80,000 


Feed Me! After you’ ve cut off three pieces of an island, you'll feel like you’re 
part of a salad bar! Grab the pieces of fruit and vegetables when they appear. 


Round Points Round Points 
Radish 1 400 Mushroom 2 600 
Eggplant 3 800 Tomato 4,5 1,000 
Watermelon 6,7 2,000 Grapes 8,9 3,000 


Grab the Fish yov’ll find for an easy 500 points. 


POWER PLAYER HINTS 
The whole trick here is to use your drill properly. The best strategy is to make 
long, horizontal cracks across the width of the island (from side to side, instead 
of from top to bottom). 

When some monsters cross over a crack, they will change their shape and 
their speed will decrease. Therefore, one good strategy is to move Dig Dug back 
and forth over cracks when he is being chased. Some monsters cannot cross 
over cracks at all. So, drill away ... 


Dig Dig II: Trouble in Paradise. Dig Dugis a registered trademark of Namco Ltd. © 1982, 1989 Namco 
Ltd. 
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Fantasy Zone 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 8 SOUND: (1-5) 4 
RESPONSE: (1-10) 7 FUN: (1-10) 7 

ULTIMATE RATING: (0-35) 26 


This is a book full of strange and unusual sights, but Fantasy Zone is way up there 
in weirdness. The colors, to begin with, are selected from a palette of pale pastels 
and are very different from those of most any other game. Even the game play is 
a bit different: your goal is to clear eight planets of alien creatures, and each level 
of the game is donut-shaped, as if you were working your way around the surface 
of a planet. 

The music is bouncy and fun and the game controls are very tightly designed. 
This arcade champ is a worthy challenge. One player only. 


MANUFACTURER: Tengen. 
CHARACTERS 


You are Opa-Opa, a living spaceship. Or, you could think of yourself as 
Opa-Opa, a fighter shaped like a UFO. Whichever. 
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CONTROL PAD 

Arrows: Moves Opa-Opa Up, Down, Leftor Right. Although the scenery wants 
to move you from left to right, you can go against the stream and head from 
right to left if you want. You can also move Opa-Opa down to the surface of 
the planet and let him walk instead of fly. 

“A” BUTTON: Drops bombs. 

“B” BUTTON: Fires main guns. Shoot anything and everything that moves, 
and then be sure to go and collect as many as you can of the coins that some 
of aliens will drop. 


NUMBER OF LEVELS 
There are eight rounds, one for each of the eight planets. You have to destroy 
all of the creatures and each of the bases on each planet, grabbing as many of 
the coins that they drop as you can, before you get to fight the enemy boss. 
Defeat him and you can go to the next planet. 


NUMBER OF LIVES 
You begin the game with three Opa-Opa spaceships. Your ship comes standard 
with Small Wings, Twin Shots and Single Bombs. 


POWER-UPS 

You’ ll need to earn enough money to go shopping at the Power-Up store. Collect 
coins as they are dropped by many of the aliens you destroy and then be on the 
lookout for the SHOP balloon that will float by from time to time. 

When you are in the Parts Shop, use the hand to select a special part or 
weapon; push the A button to make your purchase. 

Each time you buy an item, its price will go up a notch the next time you enter 
the shop. Here are the available items and their starting prices: 


Speedups 
Big Wings. Faster flying for $100. 
Jet Engine. Even faster, for $1,000. 
Turbo Engine. Much faster, just $10,000. 
Rocket Engine. Really, really fast, at a price of $100,000. 
Weapon 1 
Wide Beam. $500. 
Laser Beam. $1,000. 
5-Way Shot. $5,000. 
Weapon 2 
Twin Bombs. Drop a pair, for $100. 
Smart Bombs. Destroy all enemies on the screen for $2,000. 
Fire Bomb. Destroys any bad guys to your left and right, and costs $2,000. 
Heavy Bomb. Blows up enemies above and below, for $2,000. 
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After you have made your purchases, you will go on to the Parts Select screen. 
You will only be able to use one part from each of the three Power-Up categories 
(Speedup, Weapon 1 or Weapon 2.) Other parts will be kept in storage. 

You can also capture a Select (SEL) balloon during the game to earn the right 
to make some new choices. 


SCORING POINTS 
You'll earn 100 points for each enemy you destroy and 1,000 points for each 
base you take out. 

A separate accounting is made of coins you collect. Actually, they’re not 
coins—they look more like jewels. To make things even more confusing, 
they’re counted as “Gold.” But, whatever: the larger jewels are worth 100 coins, 
while the smaller ones are worth just 10. 


POWER PLAYER HINTS 
Use a turbofire controller for additional fire power. 
The 5-way shot is probably the most effective offensive weapon, especially 
against floating bases. 
Before you do battle against one of the more difficult bases, you might want 
to hunt around for a Select balloon to change your weapons. 


Fantasy Zone is a trademark of Sega Enterprises, Ltd. © 1987, 1989 Sega Enterprises, Ltd. Game pak 
© 1989 Tengen. 


Ghostbusters II 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND:(1-5) 4 


RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 23 


Who ya gonna call, again? 

This is the sequel, of course, to the Ghostbusters game that was based on the 
original movie. The first game pak (which was designed by the same guy who went 
on to make the strange “A Boy and His Blob” cartridge, reviewed in Vol. 2 of this 
book series) was a very strange game that was loosely based on the movie but 
followed very few of the conventions of Nintendo games. You either loved that 
game pak, and many players did, or you quickly put it down at the bottom of your 
sock drawer. 
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Ghostbusters II is a much more straightforward game and fans of both of the 
films will probably enjoy it a lot. 

The story, as you might have guessed, is that once again Manhattan has been 
overrun with ghosts. All of a sudden, New Yorkers (who are famed for their 
peaceful, pleasant dispositions) have begun building up the hostility of something 
called mood slime that courses through a huge underground river. 

This river of vileness flows directly to the Manhattan Museum of Art, where 
Vigo, the Scourge of Carpathia is trapped inside lifesized portrait. Old Vigo is 
waiting for the stroke of midnight on new Year’s eve when he is scheduled to 
emerge from the portrait and draw together all of the evil powers from the mood 
slime and take over the world. 

Sounds perfectly reasonable to us. 

So, like we said, you’re going to call the Ghostbusters again. You'll travel 
through seven different challenges, and we do mean different. There are three 
types of scenes: running along the streets and sewers, driving the Ecto-1A 
Ghostbuster car and controlling the Statue of Liberty (see, we told you this would 
get weird.) 

This is a one or two player game. In a two-player game, each contestant takes 
a turn playing a scene. If one player loses all the lives in a scene and is thus out of 
the game, the other player will continue to play until he or she wins or loses the 
game. 


MANUFACTURER: Activision. (415) 329-7630 
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NUMBER OF WORLDS: There are 7. Each looks and plays differently. 

Tunnel of Slime (Scene One). The Ghostbusters quickly discover the source 
of the river of slime when they visit Van Horne Station, an abandoned 
underground train station under Manhattan. The guys lower themselves into 
the station, armed only with their slime blowers and ghost traps. 

As you run along, use your slime blower to blow away the ghosts that will 
circle around you. Set the ghost traps (you can only place one at a time) to 
try to catch flying ghosts. Be careful, though: you could end up getting caught 
in one of your own traps. 

You should also try to hit the Ghostbuster II symbols you’ll see in the 
tunnel. Collect 20 of them for an extra life. Watch for messages that will 
appear at the bottom of the screen, too. Some may help you. 

Arrows: Left or Right arrows make the Ghostbusters run in those directions. 

The Up arrow raises the slime blower; the Down arrow lowers it. 

“A” BUTTON: Fires the slime blower. 
“B” BUTTON: Jump. 
Start: Drop Ghost Trap. 

Hitting the Road (Scene Two). The guys are heading to the Courthouse, doing 
a little slime patrol of the city streets along the way. There are all kinds of 
strange and dangerous pedestrians on the street. 

Fire at the ghosts you see, and steer your Ecto-1A car around the red slime 
they’ Il throw at you. Use the “B” button to jump over any barricades or drive 
around them if you can. If you are touched by a ghost or are slimed, you’ ll 
lose a life. 

There are a bunch of glowing green globs hovering over your car from 
time to time. If you hit one, a bonus Power-Up medallion will fall to the 
ground. You must drive over the medallion to gain the Power-Up. Read the 
message area at the bottom of the screen to learn your new power. 

Power-Ups include: 

Slime-resistant shield. Gives you temporary invincibility against slime. 

Red or Yellow Blasts. High-powered weapons you’ll be able to hold onto 
until you are slimed. 

Smart Bomb. Blows up every bad guy on the screen. 

Continue to try to shoot Ghostbuster II symbols for extra lives. 

Watch out for manhole covers. These can be good news or bad: if you run 
into one already spouting slime, you’ ll lose a life. Butif it starts to gush when 
you’re on top of it, you will be lifted into the air where it will be much easier 
to shoot Green Orbs or Ghostbuster II symbols for a while. 

Keep an eye out for purple arrows, too. If you press the “B” button right 
after driving over one, it will zoom you up and out. This may be the only way 
you’ ll have to soar over chasms that may suddenly appear. But the maneuver 
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requires very good timing, or you'll fall right into the slimey hands of the 

ghosts. 

Arrows: The Left arrow slows down the Ecto-1A car; the Right arrow speeds 
up. The Up arrow moves the car up a lane; the Down arrow moves down 
a lane. 

“A” BUTTON: Fires the slime blower or any other weapon you have 
managed to pick up on the street. 

“B” BUTTON: Jump. 

Order in the Court (Scene Three). The police don’t like the Ghostbusters’ act, 
and they haul them into court. The judge rants and raves at them so much 
that he totally energizes the sample of slime in the courtroom, causing it to 
explode and release a whole new horde of ghosts. 

Arrows: Left or Right arrows make the Ghostbusters run in those directions. 

The Up arrow raises the slime blower; the Down arrow lowers it. 

“A” BUTTON: Fires the slime blower. 
“B” BUTTON: Jump. 
Start: Drop Ghost Trap. 

Ghosts in the Park (Scene Four). The Ghostbusters—and the ghosts—are out 
for a stroll in Central Park. Watch out for big blobs of red slime coming down 
the road. If one touches your car, you’ll lose a life. You can shoot one, but 
be careful! 

Arrows: The Left arrow slows down the Ecto-1A car; the Right arrow speeds 
up. The Up arrow moves the car up a lane; the Down arrow moves down 

a lane. 

“A” BUTTON: Fires the slime blower or any other weapon you have 
managed to pick up on the street. 
“B” BUTTON: Jump. 

Subway Slime (Scene Five). The guys are off for a pleasure cruise in the 
subway slime river. 

Arrows: Left or Right arrows make the Ghostbusters run in those directions. 

The Up arrow raises the slime blower; the Down arrow lowers it. 

“A” BUTTON: Fires the slime blower. 
“B” BUTTON: Jump. 
Start: Drop Ghost Trap. 

The Statue of Liberty Strikes Back (Scene Six). The guys decide that the only 
way to fight Vigo, the ultimate evil, is to use an ultimate good. And who is 
gooder in New York than Lady Liberty herself? 

So our guys decide to take the Statue of Liberty for a stroll across the 
harbor and up the streets of Manhattan to the Museum of Art. The scene opens 
in the statue’s crown. 

You’ ll need to fend off pesky slime-bombing ghosts using the “A” button 
to shoot them from the sky with fireballs from Miss Liberty’s torch. If the 
statue is slimed, though, she will lose her ability to aim the torch until the 
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next time she knocks down a ghost. If one of the ghosts actually touches the 

statue, you’ ll lose a life. 

For those really tough moments, you can use Miss Liberty’s secret 
weapon: her book bomb. Press the “B” button to clear all of the ghosts from 
the sky. You can use the bomb only once until you are able to shoot down 
another book. 

Arrows: The Left or Right arrows move the statue in those directions. The 
Up arrow aims the torch to the right; the Down arrow aims the torch to 
the left. 

“A” BUTTON: Sends fireballs from the torch. 

“B” BUTTON: Fires the book. 

Storming the Museum (Scene Seven). Vigo lives here. You can tell because 
the whole building is be-slimed. All four of the Ghostbusters have to make 
it into the Restoration Room where Vigo’s portrait hangs; and once there 
each of them must run through a ghostly gauntlet to reach Vigo. 


NUMBER OF LIVES 
You start out with four lives. When they are gone, so are you. You can earn 
extra lives by collecting Ghostbuster II symbols. 

You will be Slimed or Stunned if one of the ghosts touches you or knocks 
you down, and you will lose a life. You can also lose a life if you are bitten by 
the pesky spider that follows along behind you. 

When you lose a scene, you will have two chances to Continue. 


POWER PLAYER HINTS 
When you hit a barricade or obstacle while driving the Ecto-1A car, you lose 
some time but become invincible for a short period. You may be able to use this 
to your advantage if you are totally surrounded by ghosts and are about to be 
slimed. (It’s better to lose some time than to lose a life, right?) 


Ghostbusters and the ghost logo are trademarks of Columbia Pictures Industries, Inc.© 1989 Columbia 
Pictures Industries, Inc. Game pak © 1990 Activision. 
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Ms. Pac-Man 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 6 SOUND:(1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 7 

ULTIMATE RATING: (0-35) 23 


From out of the distant past (well, eight years seems like a long time) comes another 
one of the all-time classic arcade games, translated into a 1990 game pak for the 
Nintendo Entertainment System. 

Ms. Pac-Man is, as the developers used to claim, much more than Pac-Man with 
abow. Asenjoyable and addictive as the original Pac-Man game was, Ms. Pac-Man 
brings with her a whole bunch of special added attractions. And Tengen’s updating 
of the game makes the competition even more interesting. 

Now, understand, this is not a game that places a great deal of demands on 
deductive reasoning, and the challenges do not vary from enemy to enemy like 
they do in the considerably more sophisticated games like Super Mario Bros. 3 or 
Batman. The mazes will become more and more complex, and the attackers will 
move faster and faster, but the game remains pretty much the same. 

This game is so old that it is quite possible that younger Nintendo players will 
never have seen it, or the original challenge called Pac-Man (which is also available 
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from Tengen; if you are going to buy just one, we’d strongly recommend Ms. 
Pac-Man). We awarded high scores for graphics and sound here; this arcade classic 
has withstood the challenge of time. 

The situation is this: Ms. Pac-Man is a world-class muncher. She lives inside a 
series of mazes that are populated by four pesky and dangerous ghosts. In order to 
escape a maze, Ms. Pac-Man has to gobble up every dot in sight, all the while being 
chased by the ghosts. However, there are spread around the mazes a few large 
Energizer Dots. Eat one of those, and you can turn the tables on your pursuers for 
a short period of time and gobble them up. There are also all sorts of bouncing 
fruits that will move along the maze pathways from time to time; scarf them up for 
extra points. 

This updated version of the game includes several very nice enhancements. First 
of all, when you start the game you first enter into an options screen that allows 
you to select a number of varying difficulties and modes for the game. You can 
even choose to start in any one of the first seven levels. Also available are a Pac 
Booster option that gives you the ability to call up a quick burst of speed to outrun 
the ghosts or just to gobble in a hurry. And finally, there are no less than three 
exciting two-player versions of the game, including ones that allow you to play 
head-to-head or cooperatively. One or two players. 


MANUFACTURER: Tengen. (408) 433-3999 


CHARACTERS 
You are none other than the Maze-Muncher herself, Ms. Pac-Man. In the 
two-player versions, contestant #2 gets to play Loverboy Pac-Man. The bad 
guys are those gobbling ghosts Inky, Blinky, Pinky and Sue. 


CONTROL PAD 
The new, improved Ms. Pac-Man includes several enhancements to control. 
One allows you to “reverse” play in case you would rather use your right hand 
on the arrow keys instead of your left; in addition to allowing players to choose 
the style that is most comfortable for them, this option also allows for a change 
of pace once your left thumb goes numb. 


Arrows: Use the Up, Down, Left or Right arrows to move Ms. Pac-Man. 
When the game has been Paused, you can use the Up or Down arrows to 

look at the top or bottom of one of the larger mazes to find the location of 
dots or ghosts. 

“A” BUTTON: If you have chosen to use the Pac-Booster option, you can use 
the A button for a burst of speed. 

“B” BUTTON: The B button is the alternate means of using the Pac-Booster. 
Press the B button once to turn on boost and press it again to turn it off. 
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You can reverse the controlling directions during the game by pausing the 
game and then pressing the B button while holding down the Select button; to 
return the controller to its normal setting, press the A button while holding down 
the Select button. 


PAUSE 
To pause the game, press the Start button; to resume play, press the button again. 
You can only pause the game 255 times in a single session, which sounds like 
a lot, but see Super Secret for some special advice here. 


PAC-BOOSTER 
From the options screen, you can choose to make a burst of speed available by 
pushing the A or B button, to turn the booster on all the time or to turn the booster 
off (the default setting when you first turn on the game.) If you choose the A or 
B option, pressing the A button will turn the boost on for as long as you hold 
it down; tapping the B button once will turn on the boost and keep it on until 
you press the B button again. 


NUMBER OF LEVELS 
There are 36 mazes in the game. From the option screen, you can select from 
four difficulty levels: Normal, Easy, Hard and Crazy. The main difference 
involves the speed of the players and the pursuing ghosts. 
From the option screen, you can choose from four types of mazes: 


Arcade. An adaptation of some of the mazes from the original coin-operated 
arcade game. 

Mini. A set of smaller mazes that will fit better on the television screen without 
much scrolling up or down. 

Big. You probably guessed this one, right? 

Strange. Our favorite. The mazes here are irregular and uneven, and in some 
places include dead ends. 


NUMBER OF LIVES 
You’ ll start the game with three lives, and can earn additional lives by racking 
up extra points. A free life is awarded at 10,000, 50,000, 100,000 and 300,000 
point levels, but only in the Mini, Big or Strange mazes. 


TWO-PLAYER OPTIONS 
Two-Player Alternating. You and a friend each get to be Ms. Pac-Man for a 
turn. 
Two-Player Competitive. Player 1 gets to be Ms. Pac-Man; Player 2 is her 
boyfriend Pac-Man and both are on the screen at the same time. When one 
player is gobbled by a ghost, both go back to the starting line. If one player 
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eats an Energizer Dot, he or she becomes all-powerful while the other player 
becomes weak and cannot eat dots or ghosts. The weakened player can just 
wait until the other’s energy wears off, or can go in search of his or her very 
own Energizer Dot. 

Two-Player Cooperative. Here the goal is to rack up the most points together. 
The Energizer Dots work independently for each of the two players, and 
neither will be weakened. 


SUPER SECRET! 
One way to cheat your way into an upper level would be to use one of the special 
joysticks, like one from Gravis, that include a slow motion feature. However, 
the way most of these joysticks work is to continuously pulse the pause button 
on and off; this will quickly use up your 255 allowed pauses in the game. You’ ll 
still be able to play, but you won’t be able to freeze the action. 


POWER PLAYER HINTS 

In the two-player games, when Pac-Man and Ms. Pac-Man bump into each 
other, they’Il bounce off in the opposite direction at high speed until they hit a 
wall. 

There’s a special trick to try in the upper levels of the game: Bounce the two 
gobblers off each other when they are inside a tunnel. 

Don’t grab a power pill when there are no ghosts nearby; wait until one or 
more is right on your tail before you gobble and then turn the tables and chase 
those ghosts. 


Ms. Pac-Man is a trademark of Namco, Ltd. © 1982 Namco, Ltd. Game pak © 1990 Tengen, Inc. 


Pesterminator 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 21 


Are you bugged by pests? To heck with fancy sprays and electronic zappers. What 
you really need isa stern little man with a big hammer. His name is Kernel Kleanup, 
and he should be familiar to many residents of the western portion of the country, 
where he is the symbol for the Western Exterminator Company. 
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It seems that Ronnie the Super Rat, a mutated laboratory animal, has somehow 
setup headquarters on the dark side of the moon. From there he is bathing the Earth 
with a powerful Pest Beam that is making all of the ordinary bugs go buggy. 

Just wait until you see some of these insects and creatures: they range from pesky 
tiny fruit flies to mosquitos, wasps, roaches and gigantic beetles. Major monsters 
include Egg Pods, Vampire Mosquitos, Squisaurus, Columbian Stingers, Tarantula 
G Bugs, Cannibal Worms and Fire Ants. 

The solution: Hammer them. 

The graphics are attractive and cartoonish; the music becomes repetitive rather 
quickly. Pesterminator is created by Color Dreams, an unlicensed Nintendo game 
manufacturer. One player only. 


MANUFACTURER: Color Dreams 
CHARACTERS: You are Kernel Kleanup, himself. 


CONTROL PAD 
Arrows: Move the Kernel. To enter doors, stand in front of the entrance and 
press the Up arrow. 
“A” BUTTON: Makes the Kernel bash those bugs. 
“B” BUTTON: Makes the Kernel jump. 
Select: Brings up the Status Screen. 
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NUMBER OF LEVELS 
When all of the bugs on a level are killed, you will advance to the next challenge. 
On the 8th level, you will arrive at the moon for the final battle against Ronnie 
the Super Rat. The levels are House Cleaning, Hotel Eradication, Warehouse 
Fumigation, Mansion Mayhem, Swamp Gas Cleanup, Warehouse Blow-Out, 
Deep Sea Danger and The Final Conflict. 


NUMBER OF LIVES 
You start the game with five lives, each made up of five Energy Hearts. Each 
time you are bitten by a pest you lose one heart; when all hearts are gone you 
will lose one life. 
Extra hearts are hidden within some of the bugs you will kill; grab the hearts 
while they appear on the screen. 


POWER PLAY HINTS 
Kernel Kleanup will run faster when you are not pressing the B button. 

Some of the bugs can only be killed in midair and you will have to jump up 
to get at them. You may also find that the best way to get some of them is to 
jump off a level of a floor and pound away as you fall. 

In some of the upper levels, you may want to make maps of the places you 
have been. 

Some of the doors are closed but will open up nevertheless if you stand in 
front of them and press the Up arrow. 

Some of the bugs require more than one hit. 


Pesterminator: The Western Exterminator is a trademark of Color Dreams, Inc. © 1990 by Color 
Dreams, Inc. Kernel Kleanupand certain trademarked characters are used with permission of Western 
Exterminator Company. Kernel Kleanupisa registered trademark of Western ExterminatorCompany. 


Road Runner 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 19 


Beep, beep! This race has been going on forever. The happy little Road Runner 
has been trotting along, deftly avoiding his relentless pursuer Wile E. Coyote. 
You’d think that after all of these years, the Coyote would have given up and 
stopped off at a hamburger stand for lunch. 
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Anyhow, in this game you get to be the Road Runner, dashing around in the 
desert in search of birdseed and the occasional glass of lemonade. You’ve got to 
avoid oncoming trucks, sand traps, falling boulders . . . and a hungry coyote. And, 
unsuccessful as he is, Wile E. Coyote nevertheless has a pretty impressive arsenal 
of tools and weapons: jet-powered roller skates, rockets, a pogo stick and even a 
helicopter! 

You will have to run, jump and avoid the coyote, going over cliffs and through 
mazes. At the top of your screen, you’ ll see a Seed Meter that keeps track of your 
strength. Keep grabbing those piles of birdseed; each time you fail to pick one up, 
you'll lose some strength on the Seed Meter. When the meter hits bottom, you’ ll 
be too weak to get away from Wile E. Coyote. One player only. 


MANUFACTURER: Tengen. (408) 433-3999 


CHARACTERS: 
You are the Road Runner. That guy chasing after you with single-minded 
relentlessness is Wile E. Coyote. Why? Because that’s the kind of guy he is. 


CONTROL PAD 
Arrows: Move the Road Runner up, down, left or right or on the diagonal on 
the screen. To grab a pile of birdseed or drink a glass of lemonade, just run 
over them with the Road Runner. 
“A” BUTTON: Makes the Road Runner jump as he moves. 
“B” BUTTON: Not used. 
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NUMBER OF LIVES 
Three to start. You’ll lose one each time you are touched by Wile E. Coyote. 
You’ll gain an extra life each time you use one of the Short Cuts. 


SECRET WEAPONS 
Grab the invisible paint container when you can. If you get to it, it will make 
you harder to see. If Wile E. Coyote gets to it, it will make him harder to avoid. 


POWER PLAYER HINTS 

If you get too far out in front of Wile E. Coyote, he’ll jump on his pair of jet 
skates and become a real problem. When he is jetting around, you’re not going 
to be able to outrun him. Instead, try to out-maneuver him. Zig and zag and stay 
out of his way for a while and eventually he will get off of his skates. 

You'll get a few seconds advance warning of an oncoming truck if you listen 
for their horns. While you’re at it, try to lure Wile E. Coyote into the path of the 
trucks. 


Road Runner and Wile E. Coyote are trademarks of Warner Bros. © 1989, 1985 Warner Bros. and Atari 
Games Corp. and Tengen. 
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Kickle Cubicle 


DIFFICULTY: Novice-Master of the Game 

GRAPHICS: (1-10) 6 SOUND: (1-5) 4 

RESPONSE: (1-10) 6 FUN: (1-10) 7 
ULTIMATE RATING: (0-35) 23 


SCOREOQOQOQOOQOQO TIEME0O9740 OOD 
| 


Move over, Lolo: You’ve got company. In this strange (and strangely named) 
animated puzzle game, your goal is to free the once careful world of gardens, fruits, 
cakes and toys from the frozen grip of the Wicked Wizard King. 

Kickle must free the frozen people by grabbing the red “dream bags” in which 
they are encased. Some of the bags are just sitting there in the maze, while others 
are behind ice walls or even across seemingly impassable chasms. All the time you 
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are being pursued by bad guys with increasingly more dangerous powers; you’ ve 
got to deal with them and solve the puzzle. 

This is an addictive little game that exercises your brain as well as your hand-eye 
coordination. 

We looked at preproduction materials. 


MANUFACTURER: Irem America 
CHARACTERS: You are Kickle. 
CONTROL PAD 


Arrows: Moves Kickle up, down, left or right on the screen. 

“A” BUTTON: Makes or removes ice pillars, which can be used as blockers 
on the screen. 

“B” BUTTON: Freezes enemies. A second push will move a frozen enemy or 
hammer in the direction Kickle is facing. 

Select: Press to restart the game if you are hopelessly trapped. 


NUMBER OF LEVELS 
There are four regular levels in the game plus a special reward for the best 
players. The levels are Garden Land, Fruit Land, Cake Land and Toy Land, the 
home of the Wicked Wizard King himself. You’ll need to grab Princess Mira’s 
Ring to enter the bonus stage. 


NUMBER OF LIVES 
Three to start. There are 1-Up hearts scattered about that will restore lives. 


TIMING 
Each screen is timed; pay attention to the clock in the upper right corner. When 
you run out of time, Striker will appear and come after you. There is no hope 
of avoiding Striker for more than a few seconds. 


SPECIAL OBJECTS 
Here are the tools you will need to play the game and some of the enemies that 
will try to stand in your way: 


Rock. You cannot go over them, but they will block ice cubes. 

Slipper Ice. Pursuing Noggles cannot go here. 

Base Rock. The source of the enemies; it cannot be destroyed. 

Spring. Bounces an ice cube across the screen. 

Water Hole. Stay away. 

Breaker. Shatters any ice cubes that strikes it. 

Hammer. Changes an ice cube’s direction, and hits enemies. 

Power Rock. Hit it and all enemies will freeze for a short period of time. 
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| ALWAYS WANTED TO KNOW 

How do I walk on water? Ah, the great question of our times. Build a bridge by 
freezing a Noggle and pushing it into the water; when the cube hits the water it 
will become a piece of land. 

How do I stop an ice cube that is bouncing off a spring back and forth? Try 
putting up an ice pillar to block it. 

What is a Cubicle.anyway? A small partitioned space, sometimes used for 
sleeping. 


Klax 


DIFFICULTY: Apprentice-Master of the Game 

GRAPHICS: (1-10) 6 SOUND:(1-5) 3 

RESPONSE: (1-10) 6 FUN: (1-10) 7 
ULTIMATE RATING:(0-35) 22 


Sound the Klaxon and Klax your hands, it’s time for Klax. If you liked Tetris—and 
almost anyone who has spent any time with that game came away as a fan—then 
you’re almost certain to like Klax. Klax is different yet the same, easier on some 
levels but harder on others, more tense but more enjoyable than Tetris. 

Like mostall excellent games—chess, checkers, horseshoes and baseball among 
them—kKlax seems much simpler than it really is. The goal is to line up descending 
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colored blocks in rows, columns or diagonals. That sounds easy enough, except 
that the blocks can start to fall pretty rapidly, and there is only a little bit of room 
at the bottom of the rack. 

The screen design of Klax is a very attractive one; you appear to be playing on 
a game board floating in outer space. 

The relative success of this game in the Nintendo marketplace will be an 
interesting story to follow. Klax was designed by Atari Games, parent company of 
Tengen, which is an unlicensed maker of game paks for the Nintendo system. 
Tengen and Nintendo were involved in a lengthy and bitter court suit over the rights 
to the original Tetris game—at one point there were cartridges out from both 
companies, although as of this writing, Nintendo had prevailed in court. 

Klax is obviously inspired by Tetris; interestingly, at the same trade show where 
Tengen unveiled Klax, Nintendo showed for the first time a game called Dr. Mario 
which seems inspired by Klax. 

When you start the game (we love the little “Oooh!” sound at the very beginning) 
you can choose between Start, Option and Stuff. 

The Option screen allows you to customize various elements of the game, 
including difficulty level and whether the “drop meter” is turned on for the very 
first “wave” of the game. Total neophytes may well want to start the game with 
the meter off, concentrating entirely on building blocks and ignoring the ones that 
get away. You can also select from several musical options and turn on or off the 
sound effects. 

Stuff is just for fun. There are two types of sound tests: a drum test and a sound 
effects demonstration. And there is a game within the game called Blob Ball, which 
is a hyperactive version of “Pong” or wall tennis. You control the movements of a 
paddle along the right side of the screen, trying to protect the blob from landing on 
the spikes over the wall; there is a strange sort of antigravity in the game, with the 
blob twisting and turning and otherwise acting unpredictably from time to time. 
Blob Ball would be a nice way to relax in the middle of a marathon Klax attack, 
we’re sure. 

When you start the game, you can choose to begin at Level 1 (with three drop 
chutes), Level 6 (four drops) or Level 11 (a maddening five drops.) Trust us— 
Level 1 will be challenge enough for most players the first couple of dozen times 
they start the game. 

The levels make different demands on you: Level 1 asks for three Klaxes in a 
vertical row as the exit fee; Level 2 jumps to five; Level 6 asks for 10, and Level 
11 requires you to build no less than 15 Klaxes to get out alive. 

The game will also provide you with little hints from time to time. 

We worked with preproduction copy of the game, and without the benefit of an 
instruction manual; it wasn’t really needed, which is a pretty high tribute. If you 
like hand-eye-brain coordination puzzles, you will certainly like Klax. One or two 
players. 
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MANUFACTURER: Tengen 
CHARACTERS: You are the controller of the Klax. 


CONTROL PAD 
Arrows: Moves the flipper-paddle left or right below the tumbling Klax. 
Press the Down arrow to speed a Klax down the rail into the paddle. 
“A” or “B” BUTTONS: Press to flip the block from the paddle and onto the 
rack. 


POWER PLAYER HINTS 
Take advantage of the fact that the paddle can hold as many as 5 blocks on it. 
You may see the color block you need further up the screen; capture and score 
the other blocks until the color you want is on the top of your paddle. 


Klax is a trademark of Atari Games Corp. © 1990 Tengen. 


A 


Lolo 2 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 8 SOUND: (1-5) 3 


RESPONSE: (1-10) 6 FUN: (1-10) 8 
ULTIMATE RATING: (0-35) 25 


This game is about as challenging as anything you will plug into your Nintendo. 
There are a few moments of heart-pounding mad dashes across dangerous ground, 
but this game mostly exercises the gray matter between your ears. The graphics 
are detailed and unusual, and the musical score is cute and bouncy, although we 
wish it wasn’t quite so repetitive. 

Welcome to Eggerland, home of Lolo and his love Lala. There is a story 
here—something about Lala being captured by the King—but it didn’t really 
matter to us. The puzzle’s the thing here. 

This game is so nicely polished that it even gives players a free tutorial at the 
start of a game. One player only. 


MANUFACTURER: Hal America Inc. (503) 644-4117. 


CHARACTERS: Lolo, in search of his kidnapped sweetie Lala. 
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CONTROL PAD 

Arrows: Use the Up, Down, Left and Right arrows to move Lolo very carefully 
around the mazes. 

Magic Shots: The standard setting for using a Magic Shot is the A button. By 
selecting the Customization Screen, the Magic Shot can be assigned to the 
A or B or both buttons. 

Power Options: The standard setting for using a Power Option is the B button. 
The user can choose the A or A and B buttons by use of the Customization 
Screen. 


START OVER 
If your character becomes hopelessly trapped, or if it has otherwise become 
obvious that there is no chance of winning a particular level (for example, if 
you have moved one of the Emerald Framers too far) press the Select button to 
start a room over again. 


NUMBER OF WORLDS 
There are 10 floors, each with five rooms. When the fifth floor of each room 
has been cleared, a stairway to the next floor will appear on the screen. 


FRIENDS 
Emerald Framers. These green blocks just kind of sit around, looking friendly. 
But they do serve two very important functions: first of all they serve as 
protection from the deadly assaults of creatures like the Medusa, and sec- 
ondly they are movable. Use the framers as portable blocks against the 
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Medusae or as mobile protection against various other enemies. And, you 
can even close off portions of the screen as traps. 

Heart Framers. Grabbing each of these little beaters are the essential steps to 
clearing each room, of course. But wait . . . don’t just grab them willy-nilly. 
Like the Emerald Framers, Heart Framers can protect you from the slings 
and arrows of outrageous fortune, but only while they are untouched. They 
can’t be moved, but you can use them as a block until you find another way 
to deal with a Medusa or other bad guy. And, many of the Heart Framers will 
transfer to you a special Power Option; in other situations, the granting of the 
power will occur after you have taken a certain number of Framers. The 
number will vary from room to room, but pay attention to the colors of the 
Framers. When they start to flicker, the next Heart Framer will deliver. 

Jewel Box. Lolo can seek shelter inside the Jewel Box from many—but not 
all—enemies. (It won’t work against Medusa, Don Medusa or Gol.) 

Trees. They will serve as blocks from some enemies, but be careful! Your 
Magic Shots cannot pass through trees. 

Rocks. Rocks will block anything and everything, but they cannot be moved. 

Flower Beds. Enemies can’t enter here, so Lolo can seek some refuge here. But 
long-distance attacks can still fly through. 


MAGIC SHOTS 
Use your Magic Shots to turn characters into Eggs. The eggs can be moved from 
place to place, but after a while will start to crack and crumble and return in its 
original form at its original location. 
If you shoot an Egg a second time, it will disappear completely from the 
screen for a short while before it returns in the original locations. 


POWER OPTIONS 
Special power options available from certain of the Heart Framers will give 
Lolo special abilities that are key to the solution of many of the rooms. Look at 
the bottom right corner of the screen and you will see one of the power symbols; 
in most cases you will need to collect a particular number of Heart Framers in 
order to gain the power. When the remaining Framers start to flicker, this is an 
indication that you will receive the power option with the next one you liberate. 


Bridges. A bridge—of the same length as the one you see in the display—can 
be installed over a body of water or over lava. (See Special Challenges for a 
warning about hot lava, though.) Bring Lolo to the place you want the bridge 
and face him in the direction it should go. Press the Power button. 

Hammer. Use the hammer—once per room—to break a rock. Face Lolo toward 
the rock to be smashed and press the Power button. 

One-Way Pass. This power allows you to change one of the one-way arrows 
90 degrees. Face the arrow and press the Power button. A 90-degree turn is 
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one-quarter of the way around a circle; for instance, an arrow facing straight 
up will be turned to face left or right. 


SPECIAL CHALLENGES 

One-Way Passes. Enemies can pass through these in any direction, but Lolo 
can’t. Atleast most of the time, that is. Some of the arrows are just decorative, 
but others will block Lolo. 

Bodies of Water. Lolo can’t swim, but he can find various ways of getting 
across water when he needs to. First of all, you can pick up Bridge Power 
from a Heart Framer and construct your very own crossing wherever you 
need it. Another way is to shoot one of the characters and turn it into an egg, 
push it into the water and cross over on top. 

Beds of Lava. These are, as you might imagine, hot spots. They’ Il cook any egg 
you push into them, and they’II burn down any bridges you build. But, if you 
move very, very quickly you can scoot across a bridge before it melts. 

Deserts. Watch out for the slog; Lolo’s speed will be reduced by half, but the 
enemies will still move at full speed. 


ENEMIES 
Eggerland is populated with some of the strangest and most stubborn creatures 
you will ever want to meet. They include: 


Alma. A cute little lizard-like guy, she runs around the room at high speed until 
she spots Lolo and then will tuck her body into a ball and roll as hard as she 
can into anything in her way. 

Gol. Another cute reptilian, he lies sleeping until the last Heart Framer has been 
taken and then awakes and chases after him, spitting fire. Plan your route 
from the last Heart Framer to the Jewel Box before you snatch the framer 
and then boogie on down. 

Leeper. This guy can be a real pain. He bounces all around until he touches 
Lolo, and then he falls asleep. The problem is that once asleep, he can end 
up blocking your way out of an area or blocking access to a Heart Framer. 
You can turn him into an Egg while he’s moving around, but not once he is 
dozing. 

Rocky. He moves slowly at first, then picks up speed as he gets near Lolo. He 
can box Lolo into a trap, or bump him into the path of a Medusa, so watch 
out! 

Skull. Like Gol, the Skull will just sit around and watch until the last Framer is 
grabbed, and then watch out! 


The most fearsome of the unfriendly are Medusa and his boss, Don Medusa: 

Medusa. He just sits there, but if Lolo comes into his line of fire, he will spear 
him instantly. Medusa’s attacks can be stopped by Rocks, Hearts, Emerald 
Framers or by the bodies of other characters. See Power Player Hints. 
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Don Medusa. The boss acts just like Medusa and can be defended against in 
the same way. The problem with this guy is that he will move around on the 
screen. 


| ALWAYS WANTED TO KNOW 
How do I play this game? Come on, now. That’s not a fair question. This game 
can be extremely frustrating, but you’Il find that once you solve each room you 
will quickly forget why it seemed so difficult at first. The most important thing 
to remember is: Every room has a solution. 

We’ll give you a few sample solutions so you’ll have a feeling for the game. 
If you want to jump right to these two examples, consult the passwords listed 
at the end of this chapter. 

You may find the third room you come to, Room 1-3, a roadblock. Here’s 
how to solve it: The key is to gain access to the hearts in the left corner. Go 
down and to the left and move the leftmost Emerald Framer up one row, then 
come back and move the right Emerald Framer up one row. At this point you 
are free to move the remaining Emerald Framer over to the left or right side and 
out of the way, opening the way to the heart. 

Continuing in 1-3, you’ll want to repeat the process with the next group of 
Emerald Framers. That done, go and grab the hearts in the lower right and upper 
right corner, then take a deep breath and concentrate. Running around in a nice, 
even rectangular pattern in the upper left comer is an Alma. You have to have 
your timing just right; grab the last heart just as Alma goes past it and then 
high-tail it right, down, left and up to the Jewel Box to complete the level. All 
you’ ve got to do now is walk back to the door that is now open at the top of the 
screen. 

Deeper into the game, let’s look at Room 5-2. The single threat in this screen 
is the Medusa just to the left of the center of the room. As the game begins he 
has a pretty clear shot in four directions, so you will have to find a way to box 
him in. Set about to collect the upper and lower hearts just to the right of the 
center of the screen. Now go down and shoot from above the Snakey in the 
bottom right. When he turns into an egg, push him into the water. Move to where 
Snakey was and face the river and build a bridge. Don’t waste any time now; 
cross over the river, go down and get the Emerald Framer and bring it across 
the bridge and into position one row below the Medusa. 

Here you’ Il want to run back across the bridge and wait on the other side until 
Snakey reappears. Move next to Snakey and shoot him; act quickly and move 
his egg up three rows and then to the left and down so that it ends up between 
Medusa and the remaining heart in the center of the screen. 

Grab the heart that is in the center of the screen. Go up to the upper snakey 
and shoot him and walk right across the stream on his egg. Don’t touch the first 
Emerald Framer you come to, and be sure that you travel above the first heart. 
Bring the Emerald Framer in the top left corner down until it is blocking the 
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leftward shots of Medusa and scoot by through the Jewel Box. Bring the bottom 
left Emerald Framer across the bridge—use it to block the Medusa’s shots at 
the upper left-hand remaining heart. 


POWER PLAYER HINTS 
The bad guys are very predictable, and will always start out in the same place 
at the start of each round. 

Always spend the time to study a round before you start Lolo moving. In 
many of the upper rooms, the enemy characters will not start moving until Lolo 
steps out of his starting block. 

If you time it just right, you can use the moving bodies of some of the enemies 
in a room as a block against the spears of Medusa. 


USING PASSWORDS 

As great as this game is—and it should be obvious that we are fans of Lolo—it 
would be absolutely unplayable without two important features: unlimited 
Continues and a password feature. But fear not, the programmers at Hal have 
included both. 

Write down the passwords you will see on the screen whenever Lolo loses 
all of his lives and use the code to reenter the game at a later time. 

You will definitely be cheating yourself of a whole bunch of fun if you don’t 
work your way through the game. But if you’d like to take a look at some of the 
advanced levels of Lolo 2, here are a few passwords to try: 


Room 1-3 PQPD Room 1-4 PVPT 
Room 5-2 HBKM Room 5-3 HLKY 
Room 6-4 HJKR Room 7-4 QHDK 
Room 8-3 QBDM Room 9-5 QJDR 
Castle 3 QKDH Castle 5 VHTK 


Adventures of Lolo 2 is a trademark of Hal America. © 1987, 1989 Hal America. 
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Loopz 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 8 

ULTIMATE RATING:(0-35) 23 


Hey, what could be simpler? Just rotate these nice little blocks and place them on 
the playing surface so that they form a nice closed geometric shape. 

Well, you see the problem is that the pieces keep coming and the clock keeps 
ticking and there is only so much space on the small playing field and the music is 
eerie-creepy. Well, you get the idea: this is yet another variant on the Tetris theme. 
It’s a good one, though. 

Each time you complete a closed shape, it will disappear from the screen, 
opening up precious space for later development. 

Just for the record, though, these are not strictly loops, but rather squares, 
rectangles and rectilinear polygons. The more complex the shape the more points 
you will score. One or two players. A single player can choose between Games 
A, B or C. In the two-player version, Games A and B are offered. 
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MANUFACTURER: Mindscape 
CHARACTERS: You are the loopster. 


CONTROL PAD 
Arrows: Move the loop piece left, right, up or down before it is placed. 
“A” BUTTON: Rotates a piece. Press it several times to cycle through available 
positions. 
“B” BUTTON: Places a piece. 


NUMBER OF LEVELS 
There are 10 levels of play, each one with a faster timer than the one before. 
The game will automatically start you at level 3 unless you object. We did, and 
chose to start at 0 until we got the hang of the thing. 


NUMBER OF LIVES 
You begin the game with three lives. You will lose a life if you are unable to 
place a piece somewhere on the screen before time runs out. You can earn extra 
lives by completing certain numbers of loops. 


SPECIAL ITEMS 
Look for the starburst-shaped “Gopher” to clear from the screen whichever 
incomplete loop you select. Use this to remove any loop that is in your way. If 
you choose to not remove a loop, just let time run out; you will not lose a life if 
you do not use the gopher. 


SCORING POINTS 
The game will award a bonus to any player who can construct a loop that covers 
all 126 tiles on the playing field. The bonus starts at 10,000 in level 0 and rises 
by that amount in each level up to a maximum of 100,000 for level 9. The player 
scoring the bonus points will also have lives restored to three. If the bonus loop 
is constructed in a two-player game, both players will earn the bonus points. 


ONE-PLAYER GAMES 

Game A. This is your basic loopy game. You will receive points for each loop 
you complete; the higher the level and the more complex the shape the higher 
the points awarded will be. For ever 25 loops constructed, you will receive 
an extra life, up to a maximum of 10. 

Game B. This game includes a Bonus Multiplier at the bottom right. This will 
begin at “x01” and increase based on the number of tiles covered on the 
screen. Above the timer in the middle of the screen you will see the Bonus 
Target Score. You must complete a loop that scores more points than the 
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value listed in order to enter Bonus Game 2. Scoring here is the same as used 
in Game A, but for every 10 loops completed, you will move up a level. 

Within this game are two Bonus Games. To enter Bonus Game 1, you 
must completely clear the screen. In the bonus game, you will still have to 
complete loops to earn points, but the complete shapes will not be cleared 
from the screen. The round will be over when you cannot place any more 
pieces. Your score in this game will be multiplied by the bonus value you 
earned in regular game play. 

To enter Bonus Game 2, you will have to score a loop higher than the 
target score. At the start of this game you will be shown a completed loop, 
from which pieces will be randomly taken away. You will have to complete 
the same loop using the same pieces. 

Game C. This is a puzzle loop game. At the start of each session, you will be 
shown an incomplete loop; your goal will be to complete it. The round is 
divided into groups of five screens, and you will be given a password to 
advance into later scenes without having to replay them all. You will be given 
an extra life, up to a maximum of 10 at one time, after each 10 screens you 
complete. 


TWO-PLAYER GAMES 
Game A. Each player is in the game at the same time. The player who completes 
a loop or clears the screen will be rewarded with points. Each player works 
against his or her own clock and players can compete at different levels. Other 
Tules are the same. 
If one player dies, the continues in the game. 
Game B. Here the two players take turns placing pieces using two controllers. 


POWER PLAYER HINTS: 
As with any moving puzzle games of this sort, the key is usually to keep some 
room to store extra pieces you cannot use. One strategy for this game is to build 
as large a loop as you can at the start and leave room within it for extra pieces. 
Straight pieces come in one tile or three-tile lengths; two-tile gaps are 
therefore a bit harder to fill. 
At the start of each game, the pieces are simpler to deal with. Go for larger 
loops at the start and smaller and simpler ones as the level proceeds. 


Loopz is a trademark of Audiogenic Software Ltd. © 1990 Audiogenic Software Ltd. Game pak ©1990 
Mindscape. 
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Maniac Mansion 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 7 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 8 

ULTIMATE RATING: (0-35) 23 


We’ve discovered the ultimate secret weapon: Crazed Teenagers! 

We guess we should have realized this from the name, but we found this house 
to be occupied by some very strange people. First of all, there is Dr. Fred, a mad 
doctor. He is assisted by Nurse Edna, who is a $3 bill all by herself. Then there is 
Weird Ed, a teenage commando with a thing about hamsters, and Dead Cousin 
Ted. 

Got that? Fred, Edna, Ed and Ted. Oh yes, mustn’t forget the Tentacle. 

Down in the basement of the mansion there is pretty young cheerleader Sandy, 
locked up and unhappily awaiting Dr. Fred’s experimentation. Only you can save 
her—we bet you guessed that already. You get to choose and then direct a team of 
three local teenagers; each of the seven you can select from has special skills, talents 
and weaknesses. One of your team will always be Sandy’s loyal boyfriend Dave. 
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The teenagers you choose, and how you handle them, will change the story 
dramatically. Think of the stories as multilayered puzzles and pay particular 
attention to the “cut-scenes” that are like mini-movies. 

Your purpose is to free Sandy; your means will be to explore every nook and 
cranny of the mansion, and we mean every one. Nothing should be left unexplored. 
You probably will want to make a map of the places you have been. 

This game is somewhat unusual in its parentage, coming out of filmmaker 
George Lucas’ creative factory, LucasArts. This is obvious in the cinematic feel 
of the game and its construction. The game is pretty unique in the Nintendo world, 
with the closest equivalent probably A Boy & His Blob. The game itself was first 
released in a computer version. One player only. 


MANUFACTURER: Jaleco. (312) 647-7077 


CHARACTERS 
Well, there are the lovebirds: Sandy and her boyfriend and would-be rescue 
Dave. Dave will always be on the rescue team, but you get to select and use two 
other teenage commandos. Available team members are 


Razor. She’s the punk rock leader of the band, “Razor and the Scumettes.” Her 
talent, such as it is, runs in musical circles. 

Bernard. Geek City here, he’s president of the Physics Club. He’s very good 
at fixing things. He’s the guy to use to operate strange equipment, too. 

Syd. He’d have a hit record, if only he had a band, and a song. Like Razor, he’s 
good with music. 

Wendy. A bookish lass, she’s waiting for her first big break as a novelist. 

Jeff. Cowabunga, dude. Surf’s up somewhere, we’re sure. Somewhere along 
the way he learned how to fix the telephone. 

Michael. Ace photographer for the college newspaper. That means he can 
develop film... 


SAVE SCREEN 
Press the Start button to display the Save Screen. Here you will have four 
choices: 


Back to the Mansion. Select with the on-screen cursor to resume play. 

Save Game. Records your current game status. 

Restore Saved Game. Puts you back in the game at the last point you saved it. 
See Power Player Hints. 

New Game. Clears the memory for a fresh start. 


THE SCREEN DISPLAY 
There are three important parts to the screen display: 
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Message Line. At the very top of the screen you will see the words spoken to 
or by your character. You will also be able to read messages from the system 
here. 

Animation Window. Here is where the story will unfold. 

Sentence Line. Here you will construct the sentences that tell the characters to 
perform certain acts. The most important part of the sentence is the verb, and 
you will see a display of available verbs. To select a verb, bring the cursor 
over the one you want to use and press the A button. The verbs are 


Push Open Get New Kid 
Pull Close Use Turn On 
Give Go To Read Turn Off 


The three most common verbs—Get, Open and Use—are immediately 
available by pressing the Select button. To select a Noun, move the cursor 
over an object you can see in the Animation Window and press the A button. 
You can also select an item from your inventory by moving the cursor to the 
word and pressing the A button. 

Below the verbs is the Inventory section. At the start of the game, the only 
item the team members will have is their CD Player; as the player’s pick up 
items, they will be added to their individual inventories. 


ISSUING A COMMAND 
Select a verb and lock it in with the A button. Select an object or noun and lock 
that in with the A button. Now read the sentence at the top of the screen to make 
sure the instruction is correct. 

Most objects in the mansion—and every one that is usable—have names. 

To move your character around, you can use the arrow key and place it on 
the Animation Window. Press the A button to complete the command. 

Your very first challenge will be to get into the locked front door of the 
mansion. But, of course, like any self-respecting house of horrors, the key is 
hidden out front under the front door mat. Go To Door Mat and the Push Door 
Mat to reveal the key; Use Key in Door to enter. 


CUT-SCENES 
From time to time the action will stop and you will be able to see a short scene 
from a movie. Study the action and read the information carefully for clues. If 
you want to skip over a cut scene, press the B button to “fast forward” through 
it. 


| ALWAYS WANTED TO KNOW 
What's the purpose of the CD Player each of the kids carries? Music. Each 
teenager has his or her own theme music, and the tune will play whenever they 
are inascene. To stop the music, you’ Il have to Tum Off CD for all three players. 
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How do I get out of the dungeon? This whole game is full of loose screws, 
so it should come as no surprise to learn that there are some loose bricks, too. 

How do I get into the basement? Why would you want to do that? It’s creepy 
down there. Oh, you want to rescue Sandy? Okay: see that gargoyle-shaped 
decoration on the post at the right side of the grand stairway on the ground floor? 
Have one of your characters give it a pull while the other goes through the door 
that will open. 


SUPER SECRET! 
Look up! You may find something—like maybe a key—in one of the light 
fixtures. 
You probably won’t want to go for a swim in that lovely swimming pool; it’s 
radioactive. You might, though, want to use it. It will make some living things 
grow, and others die. 


POWER PLAYER HINTS 
Probably the best overall strategy is to split up your characters. Don’t bring all 
of them into the mansion at the same time; leave at least one team member 
outside for rescue missions. 

Be sure to grab the flashlight you will find in the kitchen. 

Don’t leave your players standing around in the hallways; you’ ll never know 
who or what will drop by. 

You’re going to want to search Weird Ed’s room, but he may not want to 
leave it when you want. Try distracting him by having a team member ring the 
doorbell. 

Scan a new room quickly using the “What is” command and the arrow keys. 
This works in dark rooms, too. 

When the postman leaves a package at the mailbox, go and get it quickly. 
The package—and what is in it—will come in handy in the game. And in any 
case, you don’t want Weird Ed laying his icky hands on it. 

There are multiple ways to get to the same goal in the game, although most 
of the puzzles in the game will have to be solved in a particular order. 

Be sure to save your current status in the game regularly. If you are about to 
enter an area where you think you stand a good chance of losing your character’s 
life, the best bet is to go to the Save Screen and enter the current status into 
memory and resume play. If your worst fears are true, you can always come 
back to the spot you were in before misfortune befell you. 


Maniac Mansion is a trademark of LucasArts Entertainment Company. Game pak © 1990 LucasArts 
Entertainment Company. 
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M.U.L.E. 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 5 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 21 


TATUS wf 
MI THORE 


SELL. SELL SELL 


si 110 934 956 
pee 8 ? f 


STORE HAS NO UNITS 


This is a simulation game, we suppose, but it is a simulation of a very strange and 
unreal world of the future. You are simulating a nearly Earth-like economy, 
overseeing the means of production and marketing. 

M.U.L.E. stands for Multiple Use Labor Elements, which are mechanical 
workers that do all of the dirty work of farming, mining and producing energy in 
your nation’s outer space colony. And, yes, they are shaped like mules. 

As many as four human or computer-directed players compete in this game to 
try to collect as much wealth as possible. 

The game is made up of a series of turns where each player gets to make 
decisions on developing the local economy. The first step is the selection of a piece 
of land for development; next you must choose what to produce. River bottom land 
is best for farming, mountains for mining and flat land for production of energy. 
The mineral of choice on the planet is Smithore. 
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You head next to the company store where you purchase a M.U.L.E. and then 
take it (him?) to an outfitter where you can equip it for mining, energy production 
or farming. Return to the map screen and “install” your helper on a plot of land. 
Of course, as with any self-respecting planet, you’ve got a pub to visit; with a bit 
of luck you may be able to increase your cash with a friendly game of chance. 

The company store starts out with a stock of food and energy, which can be 
purchased; you will be able to sell off surplus food, fuel and Smithore throughout 
the game. Be careful not to run short of food, or your turn will be shortened. 

There are three Auctions held in each turn, one for each of the items of 
production. You can declare yourself as a buyer or a seller, and then you can set 
your price. 

The game—and the detailed instruction manual—serve as a mini-course in 
economic theory where you will be concerned with economies of scale, the law of 
diminishing returns and the learning curve theory of production, among other 
matters. 

Thisis a very unusual and entertaining game for the advanced role-playing game 
player. We would expect it to have particular interest to the older player. One to 
four players; more than two players requires use of NES Satellite or Four 
Score adapter. 


MANUFACTURER: Mindscape 


CHARACTERS 
You may choose your character at the start of the game. Each one comes with 
$300 worth of food and energy credits, and most have $1,000 in money. 


Bonzoid. From the Armpull galaxy, these guys love to hang around. 

Flapper. From Boird-Drop, they start out the game with a wing up on the others, 
and $600 extra cash. 

Gollumer. Land-lovers from Nekite. 

Humanoid. From Earth, of course. They’re so smart, they get to start out with 
$400 less. 

Leggite. Tall guys with their feet on the ground, their heads in the clouds and 
their legs everywhere. 

Mechtron. Robotic mutations. 

Packer. Great farmers, but great eaters, too. 

Spheroid. From Rollode, they are well-rounded creatures who dislike corners 
and straight lines. 


WAMPUS HUNT 
If you have a few moments left after purchasing and installing a M.U.L.E., you 
may want to head off into the mountains and try to hunt down a Wampus. When 
he opens the door to his cave home, a bell will ring and his door will flash. Leave 
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your M.U.L.E. behind and try to jump on a Wampus. If you catch him, he’ Il pay 
you to let him go. 


ENERGY 
AM.U.L.E. will produce zero units in a turn if it does not have enough energy 
to operate. Food and mining M.U.L.E.s require one unit of energy for each turn 
from the stocks available from the previous turn. Energy M.U.L.E.s use energy 
as they produce it. 


ECONOMIES OF SCALE 
Anytime you have two or more plots of land doing the same kind of production, 
your output will be higher by one extra unit on average each turn. 


NUMBER OF LEVELS 

There are three difficulty levels in the game: Beginner, Standard and Tourna- 
ment. The Standard game includes Land Auctions as well as a limit of 12 turns 
for the entire game. There are also a limited number of M.U.L.E.s in the standard 
game; additional machines can be constructed from surplus Smithore. The 
Tournament game adds Crystite, a fourth product for discovery and develop- 
ment to the game. Also added to the rules is Collusion, which allows players to 
strike private deals among themselves. 


POWER PLAYER HINTS 
Going to the pub is a fun way to earn some extra scratch; the quicker you get to 
the pub, the more money you can win, but it will end your turn. If you have a 
lot of time left, you might want to try going for the Wampus first. 

Sell off any surplus items you can to raise cash; you never know when pests 
or pirates or other calamities will rob you of items in storage. 

The player with the least amount of money, land and goods has the advantage 
in an auction. If you are richer than the other player, that player will win all ties 
in bidding. 

Always grab a piece of land during the Land Grant, even if it is not located 
where you want. It is worth $500 to your net worth. 

Your character will move fastest on the diagonal, and when you stay out of 
the mountains and river. 


M.U.L.E. is © 1990, 1983 Ozark Softscape. Game pak © 1990 Mindscape Inc. 
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Spot 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 7 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 7 

ULTIMATE RATING: 23 


We have seen Nintendo games based on commercial movies, and we have seen 
games based on commercial sports. But with SPOT The Video Game we have the 
first game pak that is based on a commercial. 

Spot, we are told, is the name of the little red spot on the can of Seven-Up soda. 
To tell you the truth, we’re not sure that we have every really noticed Spot before 
it was pointed out to us. But all this is due to change because Seven-Up plans a 
multimillion-dollar advertising campaign to make Spot a superstar; part of that 
campaign will include this SPOT The Video Game. So, don’t be surprised to see 
“Seven-Up Presents” at the start of the game. For that matter, don’t be shocked to 
see mentions of that particular brand of bubbly sugar water throughout the game. 

The purpose of the game is very simple—just like chess and checkers—but the 
levels of strategy can become very deep. Your foal is to move Spot around on the 
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board to fill as many squares with your color as possible. If this sounds a bit like 
Othello, well, you’re right. 

The game becomes frenetic enough in a two-player game: human against 
computer or human against human. But if you go for a three-player or four-player 
game, the action becomes about as furious as a basketball game played on fast 
forward. 

At the end of the game, the winner is the player with the most game pieces on 
the board in his or her color. 

Each of the more than 30 game moves includes a short animated sequence— 
Spot doing a pole vault, or Spot jumping off a diving board, or Spot on roller skates 
or the like—with more that 600 animations and dozens of digitized sound effects. 

The manual is complete, although it is not very well organized. We’ll try to 
rectify that here. One to four players. A 1-player competition is against the 
computer. Using standard Nintendo game controllers, players 1 and 3 can alternate 
use of controller 1, and players 2 and 4 use controller 2. Using the NES Satellite, 
up to four controllers can be plugged in and used by four players. The controllers 
must be plugged in before the Satellite is turned on. 


MANUFACTURER: Arcadia 
CHARACTERS: Spot 
CONTROL PAD 


Arrows: Used to move the on-screen “hand” and game pieces. 
“A” BUTTON: Press to activate a move. 
Also used to stop the spinning reel of the bonus screen. 
In the Select Options menu, used to cycle through the choices in the player 
selection squares. In the Edit Board menu, use to add or delete squares. 
“B” BUTTON: Press to speed up the movement of the hand during the game. 
In the Edit Board, use to cycle through pre-programmed board choices. 
START: Press to move to menu you have chosen. Also used to start and pause 
the game. 
SELECT: In Edit Board menu, press button to restore all squares. In Select 
Options menu, press to move hand instead of using arrow keys. 


HOW TO PLAY 
Players take their turns, moving clockwise (from top left corner to top right to 
bottom right to bottom left). Any computer players will make their moves 
automatically; when it is the turn of a human opponent, Spot will jump to the 
score in the corner for the player whose turn it is. 
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Move the on-screen “hand” to any square occupied by one of your pieces. 
Press the A button to activate the piece, and then bring the hand to the square 
you want to move to. Press the A button one more time to execute the move. 

You can move in any direction: backwards, forwards, sideways or diagonally 
to any empty square; you can also jump across an empty square in a “skip” 
move. The moves are as follows: 


Clone. If you move your piece to an empty adjacent space, it will be duplicated, 
extending your dominion by one. 

Capture. If you move your piece into any empty square that is bordered on any 
side by one of your opponent’s pieces, those pieces will change to your color. 

Skip. You can vault (literally) over any square whether it is occupied or empty. 
Your piece will be moved, however, and not cloned, and this will leave an 
empty space—and an enticing opportunity—for your opponent. You will 
capture any enemy pieces your Spot touches once he is in place. 

Side Skip. This is a special form of skip; think of it as a dog-leg. Your player 
can jump one space up, down, left or right and then one space on the diagonal. 
As with an ordinary Skip, you will be opening up a space where you left from, 
but you will capture any enemy pieces your Spot touches in his new location. 


SECRET SPOT SQUARES: 
As you move around the board, some of the squares will light up with the word 
“Bonus” to indicate that you have found one of the Secret Spot Squares. These 
are slot machine-like games, where your goal is to line up three of the same 
pictures. Press the A button once to lock the left reel, again for the center reel 
and one more time for the right reel. 
Bonuses are as follows: 


Three Spots. Worth a free turn. 

Three 7-Ups. Worth an extra 7 seconds if you are playing a timed game. 

Three Cherries. A free move by any of your pieces to any free square. 

Three As. (Symbols for Arcadia, distributor of the game.) This will allow you 
to swap pieces with any player. Use the hand to point to one of your 
opponent’s game pieces, and press the A button to swap pieces. If you do 
not want to swap, select one of your own pieces and press the A button. 


TIMING 
The standard starting game allows the players as much time as they want. 
However, going to the Edit Screen, you can choose 5, 10, 20 or 30 second timers 
for each of the players. If you fail to make a move within your allotted time, 
you forfeit your turn. One player can be given a short five-second timer as a 
handicap while his or her opponent can operate without a time limit or with a 
healthy 30-second clock. 
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CUSTOM SCREENS 
At the start of the game, you can choose to Edit Board. Your options here are 


Computer-edit a Screen. Press the B button to cycle through 512 pre-designed 
play boards; when you see an interesting board, press the Start button to 
select the screen. 

Custom-edit a Screen. Use the arrow pad to move the hand into the square you 
want to add or delete, and then press the A button. Except for a circular area 
in the very center of the screen, and the four corner squares, any square can 
be added or eliminated by moving the hand into the square and pressing the 
A button. When you are through editing, press the Start button. 


OPTION SCREEN 
You can choose to play without Spot, using only simple pieces. Other options 
available at the start of the game include setting a time limit. 


POWER PLAYER HINTS: 
Turn off turbo settings on any controller with that facility. 

Play defensively, trying to think two or three moves ahead for your player 
and the computer. You are generally better off cloning your Spots instead of 
skipping and leaving an open space behind. 

Play offensively, and keep an eye on any gaps left by your opponents. 


Seven Up, 7UP, Spot name and character are trademarks identifying products of The Seven-Up 
Company. Game pak © 1990 Arcadia Systems. 


A 


Wall Street Kid 


DIFFICULTY:Novice-Apprentice 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 4 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 17 


Wall Street is kind of like a gigantic Nintendo game, where stockbrokers and 
investors show up each morning not sure whether they will win or lose a fortune, 
whether they will still have a job by lunch time or in fact whether anybody—any- 
body—really understands the rules of the game. 

So, it comes as no surprise that Wall Street Kid should arrive on the Nintendo 
game shelves. This is entertainment that is different from anything else in this book. 
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I’M SORRY SIR. I CANNOT 
PROCESS YOUR LOAN IF YOU 
HAVE NO COLLATERAL TO APPLY 
AGAINST IT. 


There are no guns to fire, no aliens to conquer, no mazes to navigate. You will 
have to rely on your sense of logic and reading comprehension. Most important of 
all, though, is your finely honed underlying sense of greed. Without that, you’re 
nothing. 

This is a very slow and plodding game, and not one that will interest someone 
looking for a shoot-em-up in outerspace. But it is intriguing in its own way. The 
game includes a password provision that will allow you to pick up the game from 
time to time and get deeper and deeper into debt or riches. 

We’ll dispense with our usual format here and instead tell you the story of Wall 
Street Kid, mixing in some “insider trading tips” along the way. 

At the start of the game, you get one of those bad news-good news-bad news 
phone calls. It seems that a distant uncle of yours has died (bad news). But, it turns 
out, you are the last surviving relative of the Benedict family and you stand to 
inherit as much as $600 billion. (That’s good news.) But, Larry the Lawyer informs 
you that there is a condition in the will that says that in order for you to receive the 
money, you’ll have to prove yourself worthy of it (bad news). 

Larry hands you a check for $500,000, which is not a bad way to start the day. 
Your instructions are to improve on that stake with a series of investments. 

The game starts on April 1, and over the next three weeks, you have to find some 
way to boost that half-mill to a full million dollars by investing your money in the 
stock market. By the end of the time period, you have to own a $1 million house, 
or it’s off to the poor farm for you. 

Ralph the friendly real estate agent will bug you regularly, seeking to convince 
you to buy the house. He’ll give you three deadlines: April 10, April 17 or April 
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24. Once you accept an offer, you’ll have to have the money in hand by the deadline 
or lose the game; you’ve got to accept an offer sooner or later. 

When you look at the screen, you’ ll see a couple of important bits of information: 
today’s date, the time and the amount of money you have invested or in your bank. 
The view is your conservatively appointed office. There’s a desk, a computer, a 
calendar, a newspaper, a rose in a vase and a clock on the wall. 

Use the on-screen cursor to select the paper to read the Wall Street Times for 
some stock tips; go to the computer to buy or sell stocks, examine your portfolio 
or do some research. Be sure to get your exercise from time to time: use the calendar 
to schedule a swim at the pool club, a workout at the gym or a hike. And that vase 
of flowers: It is your reminder to take care of your lovely but somewhat insistent 
fiancee Prisila with an occasional date or shopping expedition. When the flowers 
start to wilt, Prisila is beginning to pout. 

The on-screen messages and newspapers will begin to get a bit repetitive as you 
get into the game; if you hold down the A button you can speed up their passage 
on the screen, but be careful not to hold it down past the point where the program 
asks you to make a yes/no decision. 

At the bottom of the screen are three special icons. Moving the cursor to the ? 
mark and selecting it will bring to your office Stanley the Crafty Consultant, who 
will be very happy to give you a bit of advice on how to play the stock market. His 
advice is accurate, but like any consultant, he charges for his time. 

Go to the ! icon to meet with Connie the Arrogant Advisor. She’s a hot number, 
and charges accordingly. However, not all of her tips are good ones; use your 
judgment. 

The final icon is $, which is the entrance to the office of Ruth the Ruthless 
Banker. She is quite willing to give you a lend to buy a house, car or yacht. But in 
one of those all-important Catch-22s of business, she will only lend you money if 
you have something of value to put up as collateral. In other words, if you already 
own a house or car, she will lend you money to buy a car or house. Be sure to pay 
her off on time, too, or the bank will cut you off. 

As you play the game, pay particular attention to the news briefs and other clues 
you will find in the newspaper. For example, we saw a message passing by about 
a report of poisoned pool chemicals and we kept on going for our swimming 
exercise until it dawned on us that we were about to lose our health. 

Keep an eye on the Hot Stocks Bulletin you see in the paper each day. The stock 
at the top of the list is the one that had the greatest increase in price the previous 
day. This is no guarantee that it will continue to rise, but it is pretty good bet unless 
you have other information from one of your tipsters. 

The second challenge of the game is to come up with another $700,000 to buy 
a yacht, again within three weeks. This time you have less cash to start with since 
you have just purchased a $1 million house. You’re probably going to have to take 
out a loan. Ruth will lend you up to $800,000 on the house, at 5 percent interest 
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per month which should get her arrested; you'll have to pay back $840,000 in a 
month’s time. You cannot take out more than one loan at a time. 

On June 3, you will finally tie the knot with persistent Prisila and will head off 
on a honeymoon until June 12; you’re going to have to try to come up with a stock 
portfolio that will perform well over that period without your day-to-day involve- 
ment. 

The third challenge is to purchase the Benedict family’s ancestral castle in 
Europe. You’ ll have to go to the auction with $1 million in cash, which will serve 
as your down payment for the castle, which will sell for somewhere between $2 
million and $10 million. You will have to come up with the remainder in the month 
that follows. 

This game is very definitely not a shoot-em-up—in fact, there’s not a bit of 
violence in sight, except for the desire to make a killing on Wall Street. We’re not 
sure how many times a player would want to play this game all the way through 
from start to end, but it is nevertheless a worthwhile endeavor. We did find that 
some of the steps involved in buying and selling stocks were a bit repetitive. 

The password process in this game is made a bit complicated by the length of 
the code, and by the fact that there are two sets of alphabetic characters: one shows 
letters in white against a black background and the second in black against a white 
block. 

Here is a password that will take you deep enough into the game to receive your 
first loan. In this book, we have indicated the WHITE ON BLACK letters in 
CAPITALS and put an underline under the black on white letters: 


ZIOWC %AVYS 10D%2 1050? 
%42 %4 2%42F 64E0M 204M3 
0C08 


Wall Street Kid is a trademark of Sofel Corp. © 1990 Sofel Corp. 


| 6 K] 
Car Wars 


Al Unser Jr. Turbo Racing 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 6  SOUND:(1-5) 3 
RESPONSE: (1-10) 7 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 22 


Vrroom! Need we say more? Okay: Vrroom, vrroom! 

This is a very nicely executed racing game that allows you to compete on the 
International Grand Prix circuit as champion driver Al Unser Jr. or as a player of 
your own creation with your own specially designed car. 
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This game breaks no new ground in this type of competition, but it is very nicely 
programmed—the graphics are well done and the response is very nice. As many 
as four players can take part in time trials, alternating use of a single controller. 


MANUFACTURER: Data East 


CONTROL PAD 

Arrows: The Up and Down arrows control the gearshift of the racing car. Press 
Up to Shift Up for sustained high speed; press Down to Shift Down for 
acceleration from slower speeds. There are three gears plus Turbo. 

The Left and Right arrows are used to steer your race car in those 
directions. 

“A” BUTTON: The Gas Pedal. For turbo speed, hold the Up arrow and the 
“A” button; when you release the Up arrow, you will automatically drop 
down to third gear. 

“B” BUTTON: The Brake. 


NUMBER OF MODES 
In Time Trial A, you will race against other cars for practice. Time Trial B allows 
you the use of the track all by yourself for practice. World Grand Prix Series 
pits you against a field full of computer-directed race drivers. 


NUMBER OF WORLDS 

There are 16 different courses, each in a different country. In Practice mode, 
you can race on any track you would like; when you are in the World Grand 
Prix Series, you will have to go through the races in order. Here are the countries: 
Brazil, Australia, Mexico, Italy, France, U.S.A., Spain, W. Germany, Monaco, 
Australia again, England, Hungary, Canada, Belgium, Greece and Japan. 

At the end of each race, you will see a display of your final position. The top 
six finishers will be awarded points as follows: 


First: 9 Second: 6 
Third: 4 Fourth: 3 
Fifth: 2 Sixth: 1 


The points will add up to determine the champion of the full circuit of 16 
courses, but perhaps equally important, the number of points you have earned 
will be added to the 20 points you begin with when you customize your car for 
the next race. 
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CUSTOMIZATION 
You can, of course, just take possession of Al Unser Jr.’s own red, white and 
blue screamer, which is a pretty good vehicle. It has full points assigned to each 
of six categories. 

If you want to work your way up from rookie to star, though, you should 
design your own car. To customize your car, choose the New Name option. You 
will be given 20 points to spread across the six categories; after each race in 
which you finish in the top six positions, you will be allowed more points to 
distribute. 

Pay attention to the design of the race course you are about to challenge, and 
take advantage of the opportunity to adjust the design of your car. A course with 
a lot of sharp turns will require a more sophisticated suspension that a course 
with few turns and long straightaways. Options are 


SPD (Speed). The top end of the speedometer. 
ACC (Acceleration). The car’s ability to increase speed from a stop or slower 


speed. 
DUR (Durability). The longevity of your car, including its ability to survive a 
crash or a spin off the track. 
SUS (Suspension). The ability of the car to handle turns at high speed. 
PIT (Pit Crew Speed). The ability of your pit crew to top off your fuel tanks or 
make repairs quickly. 
TRB (Turbo). A boost of up to 40 MPH over your top speed. 
When you are all done, you will be able to make the most important selection 
of all: the car’s colors. 


PIT STOP 
You’ll need to steer your racer into the high-speed repair and refueling area 
called the Pit from time to time. Look for the “P” markers at the end of each 
lap; when you come to the last sign, steer your racer to the right and into the pit 
lane. 

Once you’ ve come toa stop in the pit, use the Up or Down arrows to highlight 
what you would like to have done to your vehicle. 

The more attention you demand of the pit crew, the more time it will take, 
and the slower your final time will be. However, a slower time is better than no 
finishing time at all, which is what will happen if your car breaks down or runs 
out of gas on the track. 

When you have finished choosing the work to be performed by your crew, 
move the Up arrow to the Pit Out option and press the A button to put the pit 
crew into action. Be careful not to choose the Quit option, unless you want to 
stop playing the game. 
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POWER ZOOMING 
You are not likely to want to race all 16 courses at one sitting, and so the game 
includes the ability to save your place. To continue, you must have entered your 
name at the start of the circuit, or chosen to race as Al Unser Jr. When you 
resume, select the same name and you will be able to pick up where you left 
off. If you want to start from the very beginning, enter a new name. 


Al Unser Jr.’s Turbo Racing is a trademark of Data East USA, Inc. Program © 1988 Data East. 


Bigfoot 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 6 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 24 
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Introducing a new kind of monster for the Nintendo: Monster Trucks. This is at 
heart another racing game, but it is definitely one that places a great deal more 
emphasis on brute power than on finesse. 

You get to be the driver—and to a small extent, the designer—of a Bigfoot 
monster truck. This is a vehicle that somewhere way back when started out as a 
pickup truck or four-wheel-drive utility and then was fitted with gigantic tires and 
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transmissions that may have been originally designed for a tank. And then they are 
raced up and down improbable hills and valleys of mud, across parked rows of junk 
cars and sometimes into and through other monster trucks. 

This game pak presents you with the opportunity to travel across the United 
States, from Los Angeles to New York, stopping off for friendly bouts of Mud 
Racing, Hill Climbing, Car Crushing, Tractor Pulling and even Drag Racing. 
You'll use your starting nest egg to equip your truck, and then continue to 
customize and adjust as you go from event to event. 

We worked with a preproduction copy of the game. One or two players. 


MANUFACTURER: Acclaim. (516) 624-9300 
CHARACTERS: Yow’re the driver of a Monster. Truck, that is. 


CONTROL PAD FOR CROSS-COUNTRY COMPETITION 
Arrows: Press Up to accelerate. Press Down to brake. Press Left or Right to 
move in those directions. 
“A” BUTTON: Injects a burst of nitro into engine for speed or jumping. 
“B” BUTTON: To activate an item picked up in the race. 


CONTROL PAD FOR CHAMPIONSHIP EVENTS 
Arrows: Alternate Left and Right to accelerate. The recommended technique 
here is to use both thumbs on the controller and rock them back and forth. 
“A” BUTTON: Changes gears. When the tachometer enters into a red zone, 
shift the gears. If you don’t, you’ll burn out the engine. 
“B” BUTTON: Activates the Super Charger. Gives you an instant boost, but 
overdoing it can overheat the motor. 


NUMBER OF EVENTS 
In addition to the cross-country events, there are six different types of champi- 
onship event challenge in the Bigfoot package, along with a series that brings 
all of the events together. 


The Car Crush. Power and punch are the potent package here. Use large tires 
and a heavy suspension and then hit the Super Charger just as your vehicle 
is about to land. 

The Mud Race. Large tires again, coupled with an upgraded transmission will 
help you through, in low gear. 

The Hill Climb. Go for improved transmission and suspension improvements. 
Use low gear for traction. 

The Tractor Pull. You'll want the largest tires and engines you can afford for 
brute force. 

The Car Crush Drag Race. Go for the best suspension you can get. 
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The Oyster Bay Championship Drag Race. Here you'll have a chance to 
compete in all of the events. 


PICK-UP ITEMS 
Special items that you pick up along your Cross-Country travel will assist you 
in completing the course. When you run over an item to pick it up, it will be 
shown in the lower corner of the screen. To activate a Pick-up item, press the 
A button. If you do not use a special item, it will be replaced by the next one 
you pick up. Here are the available items: 


Wrench. Repairs any damage to your vehicle. 

Spring. An instant improvement to your front end suspension. 

Nitro. An instant supercharge. Nitro is stored separately from other items and 
does not disappear when you pick up another item. Look at the Nitro gauge 
to see how much you have left. 

Circular Saw. An offensive weapon, it grinds down your opponent. 

Protective Shield. A defensive weapon, you can use it to protect yourself 
against your opponent’s use of a Circular Saw, or use it as a battering ram. 


Also be on the lookout for $ signs for extra cash, and try to steer your car 
between the Checkpoint flag gates for additional money. 


SCORING POINTS 
Each player starts with a bankroll of $5,000, which should be sufficient to get 
you through the first event and into the second if you are reasonably careful. 


Expenses: It costs $1,000 to enter each event, and you will also be charged 
$1,000 for each truck that is destroyed in the Cross-Country competition. 
Upgrades to beef up your vehicle cost from $100 to $800 each. 

Earnings: The prize money for each event is $1,000, with $5,000 additional 
awarded for winning a championship, held at each stop along the cross-coun- 
try route. Each championship is a 2-out-of-3 contest. 


In the Cross-Country game, you can earn extra money for collecting $ signs 
($100, $200 or $500) and for traveling between a flag gate checkpoint ($100). 


POWER PLAYER HINTS 
You may feel tempted to grab every special Pick-Up item you see, but remember 
that you can only use the current one. So, don’t change if you’re happy with 
what you are presently using. 
The Circular Saw is a nasty, unfair weapon. We suggest you use it every 
chance you can in the Cross-Country event. 
Don’t always run your engine flat-out, or you will burn it out. 


Bigfoot and 4X4X¢4 are registered trademarks of Bigfoot 4X4X4. Game pak © 1990 Acclaim Entertain- 
ment. 
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Death Race 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 3 SOUND: (1-5) 2 
RESPONSE: (1-10) 4 FUN: (1-10) 4 

ULTIMATE RATING: 13 


As driving games go, we’re afraid that this one starts out with a flat tire. The 
graphics are ordinary, the sound effects are minor and the challenge is minimal. 

The story line is standard, too: You are competing in a cross-country race. And, 
for some reason, there are “gremlins” who are shooting at you while you take part 
in this otherwise peaceable sport. Of course, you have taken precautions, arming 
your vehicle with missile launchers, cannons and other pieces of automotive 
equipment. The weapons range all the way up to a really impressive piece of street 
machinery: a nuclear-tipped missile. 

You can select a starting level of competition; as the levels increase, you will 
start with less money and your opponents are much more aggressive. 

In each level, your quest will be to capture the flags in each race course before 
time runs out. Bonus points and money for upgrades will be awarded based on your 
performance as a racer and as shooter of gremlins. 
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You will start the game at the selection screen where you can choose to buy 
additional weapons, modify your car or make repairs. You will be able to return to 
this screen during the race to change between types of weaponry. 

This offering is a non-licensed cartridge from American Game Cartridges, Inc., 
using technology from Color Dreams, Inc. We worked with preproduction mate- 
rials. We didn’t see a finished manual, so we gave the benefit of the doubt with a 
neutral rating there. One or two players. 


MANUFACTURER: American Game Cartridges, Inc. 
CHARACTERS: Drive, they said. 


CONTROL PAD 

Arrows: The Up arrow is the gas pedal; the Down arrow the brake. Use the Left 
and Right arrows to steer the car. 

“A” BUTTON: Press to fire your machine gun. 

“B” BUTTON: Press to fire missiles. Nuclear missiles will detonate with the 
second press of the button. 

Select: Press to pause the game and display the selection screen where you can 
choose your favorite missile type. 


Death Race is © 1990, American Game Cartridges, Inc. 


Eh 
Mad Max 


DIFFICULTY:Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 4 


RESPONSE: (1-10) 6 FUN: (1-10) 6 
Ultimate Rating: (0-35) 22 


A long, long time ago, and far into the future, two great tribes of earthlings went 
to war and all but destroyed the planet. What remains are nasty gangs of trouble- 
makers who cruise up and down the wrecked highways, ready and willing to wage 
war for a tank of gas. Think of it as Car Wars. 

This Nintendo game is, of course, based on the action movie of the same name. 
You will get to play Max himself, a wanderer in the modern wasteland. You’ll have 
to battle your way through challenges on the highway, the mine shafts and in the 
gladiator arenas. 

This is an unusually responsive game, well-designed and fun. 1 Player only. 
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MANUFACTURER: Mindscape 
CHARACTERS: You are Max, and you are Mad. 


CONTROL PAD 
Arrows: Moves your car or hero Up, Down, Left or Right on the screen. 
When you are stopped at the service station, use the arrows to move the 
cursor to indicate the supplies you want to replenish. 
“A” BUTTON: Fires weapons. 
Also used to register selection from inventory screens. 
“B” BUTTON: Applies the brakes when you are on the road. 
In battle scenes, used to make your hero jump up or duck down when used 
together with the Up or Down arrow key. 


NUMBER OF LEVELS 
Each level consists of a road scene and an arena. Your goal is to find and enter 
the arena to battle the gangs lurking there. 

In order to enter the arena, you’ Il need a pass, which you will have to purchase 
in each level. Money means nothing in the collapsed economy; all that matters 
are fuel, food, water and ammunition. You're not going to get very far without 
fuel and ammo, though, so you’ ll want to use food and water to trade whenever 
you can. The doorway to the arena will remain closed until you have the pass; 
once it is in your possession, a cave-like opening will appear. 

Inside the arena, the exit door will close and you will have to destroy a certain 
number of enemy vehicles to get out. 

At the end of the last level you will meet the Ultimate Warrior for a final 
crossbow battle to the death in the arena. 
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OBSTACLES 
This is Car Wars, remember? You'll have to deal with all sorts of enemy gangs 
and their vehicles who will try to block you on the highways. There are also 
fortresses set up by some of the gangs from which they will throw dynamite at 
your car. Watch out, too, for barricades in the road. 
The various obstacles will inflict damage to your car which you will have to 


Going over oil slicks will cause your car to spin out of control or lose speed, 
and there are some pot holes in the road that are big enough to swallow you and 
your car whole. 


SUPPLIES 
You'll start the game with a limited amount of fuel, ammunition, explosives, 
food and water. Start out immediately searching for more. You'll find some in 
abandoned mine shafts—watch out for mutated life forms underground, though. 
You can also purchase supplies at service stations when you have the scratch. 


LIVES 
You will lose health points when you are successfully attacked by bad guys; 
when you run out of HP, your game will be over. You will be able to regain 
some of your strength by finding and using first aid kits in the mine shafts. 
You’ll also want to keep your vehicle in good running condition. Visit the 
service station for repairs when you have food and water to trade. 


SECRET WEAPONS 
Use the dynamite to destroy enemy cars, fortresses and barricades, and to deal 
with the mutants in the mine shafts. In the Arena, though, you cannot blow up 
the cars; you must instead run them off the road. 


Mad Max is a trademark of Warner Bros. Inc. © 1990 Warner Bros. Inc. Game pak contents © 1989 
Mindscape Inc. 
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Rad Racer Il 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 20 


Well, with a name like Rad Racer II, what would you expect other than a racing 
game? Throw your car in gear, put your thumb to the metal and steer your way 
down the road. 

This is a competent, but ordinary racing game with one exception: the nighttime 
racing mode where you see only the road markers and an occasional brake light. 
One player only. 


MANUFACTURER: Square Soft 


CONTROL PAD 
Arrows: Left and Right steer your racer in those directions. Press Up to increase 
Turbo acceleration. 
Press Down to rev up your engine to prepare for Turbo Boost Ignition from 
a standing stop. Watch the Turbo Boost Power Gauge at the bottom right 
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corner of the screen. When the light reaches the top of the meter, press the A 
button to release the brakes for an immediate power start at more than 250 
mph. 

“A” BUTTON: Accelerate. 

“B” BUTTON: Brake. 

Select. Press to change the background music when you are on the map screen 
before the start of a stage. There are two musical selections, or you can turn 
off the accompaniment. 


NUMBER OF LEVELS 
There are eight different courses in the game Each course or stage has two 
checkpoints, which lie between the starting line and the goal. The races are 


Key West. Back and forth on a beautiful day. There are three big hairpin turns 
and one very tight chicane. © 

Big Apple. Now for something completely different. Here you’re racing on 
New York City highway. At night. 

Gettysburg. It’s a dark and dreary day and the race course is equally foreboding. 

Monument Valley. This is a big course in the desert with great swinging curves 
and a bunch of boulders along the side of the road. 

Las Vegas Blvd. Round and round you’ll spin, like a marble on the roulette 
wheel. 

Rocky Mountains, It’s cold—and icy—up here in the hills. 

Twilight California. Purple haze at sunset. 

Bay Bridge. The final goal is across the bay in San Francisco. 


TIMING 
There is a time limit between each checkpoint in each stage; if you fail to make 
it to the checkpoint within the allotted time the race will be over. Keep an eye 
on the Countdown Timer in the bottom center of the dashboard for an indication 
of remaining time. If you reach the checkpoint with seconds remaining on the 
clock, that time will be added to your clock for the next checkpoint. 


POWER PLAYER HINTS 

Study the map of the course before you begin each stage. You may even want 
to leave your instruction manual open in front of you as you start each stage. 

You should also keep an eye on the Preview Direction Indicator on the 
dashboard. 

Stay in the middle of the track on straightaways to allow for the most 
flexibility. On turns, stay in the inside lane. 

There is a special hidden Stage Select in the game. At the title screen, press 
the B button one fewer times than the number of the course on which you want 
to race; then press Left, Up and Start at the same time. 
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To race on one of the course in the dark, press the B button one fewer times 
than the number of the course you want to race on, and then press the B button 
eight more times before pressing the Left-Up-Start combination. 


Rad Racer II is a registered trademark of Square Soft, Inc. © 1990 Square Soft, Inc. 
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Bad Street Brawler 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 


TIHE 
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Uggh! Aargh! Kick! Punch! There . . . now you know all you really know of the 
story line of Bad Street Brawler. 

There is justa little bit more, if you insist: “Lawbreaking crooks, thugs and circus 
renegades rule the mean streets. .. You are Duke Davis, former punk rocker and 
the world’s coolest martial arts vigilante! You are a lean, mean, thug-thrashing 
machine.” 
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Like we said, Uggh! Aargh! Kick! Punch! 

Despite its obvious similarities to all of the other kick-and-punch games, Bad 
Street Brawler does have some differences. First of all, it includes some rather 
unusual martial arts movements. And, this game is part of Mattel’s Power Glove 
Gaming Series, and can be used with that accessory for the Nintendo; it can also 
be used with an ordinary controller. There are, by the way, no instructions for use 
of the game with the Power Glove in the game manual; you’ll have to get your 
settings from the Power Glove manual. 

The game’s 15 stages take place in various picturesque city locations: the City 
Park, a crumbling City Street, the Docks, the City Center and the Railroad Yard. 
One or two players. Players alternate. 


MANUFACTURER: Mattel. (800) 421-2887 
CHARACTERS 


You are Duke Davis, punk rocker tumed street avenger. Everyone else you meet 
is a bad guy. 


CONTROL PAD 
Arrows: Move Duke Left or Right using those arrow keys. Press the Up arrow 
to jump. Press the Down arrow to crouch. 
“A” and “B” BUTTONS: See Force Moves. 


NUMBER OF STAGES: 15. 


FORCE MOVES 
Duke knows 15 Force Moves, but only three of them can be used in each stage. 
You won’t know which move is available until the beginning of the stage, but 
there is a very important practice session before the stage begins. Try out the 
moves on the punching bag for as long as you want and be sure you know how 
to use them before beginning the stage. 
Use the Right or Left arrows to move Duke into position and then try out each 
of the moves: 


“A” button. 1st Force Move. 
“B” button. 2nd Force Move. 
“A” and “B” Buttons. 3rd Force Move. 


Press Start to begin the game after you have finished your practice session. 
Here are the names of the Force Moves: 


Fast-Footwork Force Moves: Drop Kick, High Kick, Roundhouse Kick, 
Sweep Kick and Trip. 
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Fist-to-Fist Force Moves: Arm Spin, Ear Twist, Pile Driver, Punch and Stooge 
Hit. 

Fancy Force Moves: Aeroplane Spin, Body Fling, Bull Ram, Gut Knee and 
Head Butt. 


ENEMIES 


Here are some of the enemies old Duke may meet: 


Atilla the Honey. One of our personal favorites, at least from afar. She carries 
a sharp knife. 

Baseball Player. He really should save that bat for the game! 

Basketball Player. He can sure throw that ball. 

Biker. Zzzooommm. 

Boxer. This guy’s a pro with his fists. 

Bulldog. Rawf! 

Fat Man. He’ll bounce you hard. 

Gorilla. Newly escaped from the circus, he throws bananas and his huge body 
at you. 

Male Punker. Very nasty. 

Punk. A peaceful soul with a ball and chain. 

Skateboarder. A rundown kind of guy. 

Spy. Good news and bad here: he carries bombs that you’ll want to avoid and 
flying hearts that you'll want to grab for extra vitality. 


WEAPONS 
One thing to admire about this game is that our hero Duke does not use weapons 
other than his own hands and feet. When he comes across weapons in the hands 
of an enemy, he collects them to throw them in a trash bin at the end of a stage. 
He’ll pick up bonus points for each Ball and Chain, Banana, Basketball, Bat, 
Dagger or Gun he collects. 
In the course of a fight, if an enemy’s weapon grows wings and starts to fly 
away, jump up and grab it. You may win some extra life points. 


Bad Street Brawler is a trademark of Mattel Inc. © 1989 Mattel Inc. Program © 1989 Beam Software. 
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Master Chu and the Drunkard Hu 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

Ultimate Rating: (0-35) 18 


This game wins first prize for the most unusual name for a Nintendo game pak. 
Other than that, it is your basic dragon and evil spirit quest. 

The game is set in the ancient Far East, after the legendary Siamese Twin Shiva, 
the God of Destruction, has cursed the world with evil spirits. Your best buddy, 
Master Hu, has failed and failed at driving them away and has turned to the bottle 
for comfort, becoming a drunkard. 

But you, Master Chu, decide to carry on the battle. You set out on a quest through 
10 levels of evil spirits, nasty spiders and serpents and other challenges in search 
of the Shiva. 

This game is improved by the entrance of a second player, with both players 
(Hu and Chu) battling together. One or two players. The two-player game allows 
simultaneous play. (If one player strays too far from the other, the screen will stop 
scrolling until the laggard catches up.) 
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MANUFACTURER: Color Dreams 


CHARACTERS 
You are Master Chu, of course. In the two-player game, Chu is accompanied 
by his besotted friend Hu (hic!). 


CONTROL PAD 
Arrows: Moves Master Chu Left or Right. The Up arrow makes Master Chu 


jump. 

“A” BUTTON: Fires a shot. 

“B” BUTTON: Raises the Fan or the Knife to block a shot from an enemy. 

Select: To choose between 1 or 2-player mode at the beginning of the game, or 
to select to Continue at the end of a game. 


NUMBER OF WORLDS 

There are 10 worlds in the game. In the first seven worlds, your quest is to find 
and collect the eight Symbols of Harmony in each level; when you do so, you 
will be transported to a duel with the boss of that world. You must defeat the 
boss and find the key to open the door to the next world. The Symbols of 
Harmony are circles with a black-and-white wave within. 

In Worlds 8 and 9, you will confront the bosses directly, and in World 10 
you’ ll get to meet, greet and (maybe) defeat the fearsome Siamese Twin Shiva 
Statue. 


NUMBER OF LIVES 

You start the game with three lives to lose. You will have 12 units of life force; 
each time the Master or the Drunkard are touched by an enemy, the life force 
will be reduced by two units; when the gauge reaches 0, the next touch will cost 
alife. 

If you are playing a two-player game, and one player loses all of his lives, he 
must wait for the other player to finish the game or lose his lives. At the end of 
the double game, both players will be allowed to continue. 


SPECIAL ITEMS 
Shoot into dark holes or at menacing—and not-so-menacing—objects you come 
across in the game to uncover special items that are necessary for completion 
of the game. They include: 


Scrolls of Knowledge. These diplomas bestow double or triple shooting abili- 
ties. 

Amulet of Invulnerability. Our favorite piece of jewelry, it makes you invin- 
cible for a short period of time. 

Pearl of Power. A boost of two units to your life force. 
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Living Ginseng. A root with legs, arms and head, they’Il fully refill your life 
gauge if you still have the strength to catch them. 

Sacred Box. A 1-up. 

Flaming Key of Freedom. And what are keys used for? 


| ALWAYS WANTED TO KNOW 
When I am playing a two-player game, I sometimes come to an invisible wall 
in the game? That’s no wall; that’s your slow partner. You cannot leave the 
current screen until your partner comes out of the comer. 


POWER ZOOMING 
You are granted the ability to continue your game as many as three times from 
the start of the current world. If you get past the 8th world, choosing Continue 
will always bring you back to the start of the 8th world. 


© 1990 Color Dreams, Inc. © 1990 Joy Van. 


Ag 
Shinobi 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 19 


Oooff. Aargh. Take that, you mysterious evil corrupted Ninja! 

Shinobi was an arcade kick-and-punch hit. The story is that The Ring of Five, 
a terrorist band headed by five Ninja Assassins, has kidnapped the children of the 
leaders of the world, presumably to hold them hostage for their own nefarious plans 
of global domination. 

The leaders call on you, the Master Ninja, to rescue the kids. 

You set out armed with your lethal hands and feet—and a few other little goodies 
such as a shuriken throwing star and a knife and a gun . . . why not a laser beam? 
One player only. 


MANUFACTURER: Tengen. (408) 433-3999 
CHARACTERS 


You are Master Ninja, out to save the world from the clutches of the five Ninja 
Assassins. 
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SCORE 100 
LIFE " 


ESTEE 
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CONTROL PAD 
Arrows: Moves the Ninja up, down, left or right on the screen. 
“A” BUTTON: Jumps. 
“B” BUTTON: The nasty button: Throws shuriken or knife, shoots gun, 
punches or kicks. 
Select: Selects the type of Ninja magic to use when the icon is flashing. 


NUMBER OF WORLDS 
There are five Ninja Assassins to defeat. Each mission has one bonus round, 
which is sort of like a Ninja shooting gallery. Use your shuriken to knock down 
enemy ninjas; the round will continue until one of them gets past you. If you 
can knock down all of the ninjas, you will earn 5,000 points, and more important, 
you will be able to use Ninja Magic. 


NUMBER OF LIVES 
You start the game with three lives. You will lose a point on your life meter 
whenever you are touched by an enemy; you lose a life when the meter reaches 
zero. 
You can earn a new life with every 100,000 points you score. 


NINJA MAGIC 
To earn the right use Ninja Magic, you first have to succeed in a bonus round 
at the end of each mission. Next, you must destroy 10 enemies. Watch for the 
left tile to start flashing: this tells you magic is now available. 
Hold down the “B” button and then press the “A” button. 
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You are allowed to possess as many as four Ninja Magic tiles; the ones you 
have earned are shown on the screen in the order in which you earned them. 
The six available magic items are 


Metal Binding Magic. Freezes all of the enemies on the screen for a short while. 

Invincible Magic. Your Ninja Master cannot be hurt. The character will flash 
on and off while invincibility is in effect. 

Four Hands Magic. Splits the Ninja Master into four separate fighters on the 
screen. 

Flying Squirrel Magic. Gives you the power of flight for a short while. 

Lightning Magic. Brings down the wrath of the gods on your enemies. 

Tornado Magic. Cloaks you within a whirlwind to blow away any enemies in 


your path. 
SPECIAL ITEMS 


When you rescue one of the hostages, you’ ll see a symbol in the top right corner 
of the screen that tells you which Power-Up will be your reward. They include: 


Restore Life Meter. Tops off all of your life energy. 
Bonus. Brings you into the Bonus Round. 
10,000 points. Guess what this one is worth? 


SPECIAL WEAPONS 
Up close and personal, the Ninja’s greatest weapons are his hands and feet. At 
longer distances, he has to use weapons that include: 


Shuriken. A deadly throwing star. 
Knife. 
Pistol. Hardly seems fair. 


ENEMIES 
The goal of your challenge is to defeat the Ring of Five. Each Ring is led by a 
Ninja Assassin: 


Mission 1: Ken Oh. Mission 2: Black Turtle. 
Mission 3: Mandara. Mission 4: Lobster. 
Mission 5: Masked Ninja. 


You'll notice that each of the Ninja Assassins has a particular pattern for 
fighting, and also has a different weak point. 

Each of the Ninja Assassins is served by a gang of nasty underlings. You’ ll 
need to get past them in any case, but you can also earn points by defeating 
them: 
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Fly Ninja. 100 points. Frogman. 100 points. 
Gunman. 100 points. Thug. 100 points. 
Green Ninja. 200 points. Mongo. 300 points. 


Shinobi is a trademark of Sega Enterprises, Ltd. © 1987, 1989 Sega Enterprises, Ltd. 
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Target: Renegade 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6. SOUND: (1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 22 


000135 í 
SCORE 


Mr. Big is back in town, and he wants revenge for the last time he tangled with 
Renegade. He’s thrown down the gauntlet by kidnapping your brother, Matt. Your 
task is to battle your way across town to rescue him. 

You don’t really need to know any more; let’s rumble. One player only. 


MANUFACTURER: Taito America. (604) 984-3344 
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CHARACTERS 
You are the Renegade, out to rescue your brother Matt, being held hostage in 
Mr. Big’s Pig Pen. 


CONTROL PAD 
Arrows: Moves the Renegade. 
“A” BUTTON: Throws a punch in the direction Renegade is facing. When 
Renegade has picked up a weapon, the “A” button is used to swing it or 
throw it. Also serves as the Fire Button when you are in a rumble. 
“B” BUTTON: Throws a side kick in the direction your player is facing. 
Flying Kick: Hold Up arrow and press “B” button to execute a flying kick 
in the direction Renegade is facing. 

Running Flying Kick: Press Left or Right arrow to start running, then press 
the Up arrow and “B” button. 

Foot Sweep: Hold the Down arrow and press the “B” button. 


NUMBER OF LEVELS: Seven. They are 

The Parking Garage (Levels 1, 2 and 3). You’re here for a rumble with the 
Sleazy Riders. Battle your way to the elevators. Challenges here include 
Chilles, the Bat Boys, the South Side Stranglers and Big Bob. 

Downtown (Level 4). Home of the Dagger Dudes and the Bruise Brigade. The 
Big Boss here is Siggy. 

The Park (Level 5). You’re about to be rolled over by the Skate Lords, maniacs 
on skateboards, and the Hammer Heads. Just when you feel that it’s safe for 
a stroll, you’ll run into Siggy again. 

Uptown (Level 6). You’re near the end of your quest, but first you need to get 
past the Karate Clan and the Bouncers. 

The Pig Pen (Level 7). Here’s the final showdown. Bouncers will greet you at 
the door, the Bruise Brigade is inside playing pool and Mr. Big is in the back 
room with your brother. 


NUMBER OF SCENES 
Four. A scene is completed when all of the gang members found there have been 
defeated. A level is completed when the gang leader has been vanquished. 


NUMBER OF LIVES 
You'll start the game with a full charge on your life meter. Your strength will 
decrease each time you are hit by a gang member or knocked down. The game 
ends when the Status indicator reaches zero. 
You can restore part of your strength by collecting hearts; strength is also 
returned each time you complete a level. 
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To pick up a heart, stand on top of it and then press the Down arrow and the 
“A” button. 


POWER ZOOMING 
Once you’re into Level 2 and beyond, you can continue your game, but only 
once. When the Continue Screen appears, press the “A” button before the timer 
reaches 0. 


| ALWAYS WANTED TO KNOW 
How do I get past the biker in the very first scene? Kick him in the head; it’s 
knock him off the bike and equalize the battle—at least until his buddies come 
along. 


Target: Renegade is a trademark of Ocean Software Ltd. Game pak © 1989 Taito America Corp. 
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Wrath of the Black Manta 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 19 


Crime and kidnapping grips New York City. So what’s new about that? 

Well, this time, someone is fighting back against DRAT (Drug Runners and 
Terrorists.) It is none other than the avenging crime fighter, Black Manta! 

As you travel about on your globetrotting adventure, you’ll meet various 
informants who may be able to offer valuable information that will help you on 
your quest. You can also interrogate some of the children you will rescue. 

Black Manta was originally based on a game for the Japanese Famicom system, 
and called Ninja Cop Saizo. One player only. 


MANUFACTURER: Taito America Corp. 


CHARACTERS 
You are, tah-dah, the Black Manta himself. 
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CONTROL PAD 
Arrows: Up arrow opens a door. Down arrow makes the Black Manta crouch 
down. Left arrow moves the Black Manta left. Right arrow moves the Black 
Manta right. 
“A” BUTTON: Jump up. 

Down arrow and “A” button makes the Black Manta jump down. Left 
arrow and “A” button makes the Black Manta somersault left. Right arrow 
and “A” button makes the Black Manta somersault right. 

“B” BUTTON: Throw a dart or use a knife. Press the button repeatedly for 
continuous attack. 

See also the section on Ninpo Arts for the use of the “B” button here. 
Select: Press the button during the game to display the Ninpo Arts screen. 
Conversation Mode: 

Press the “A” button to see the next conversation. 

Press the “B” button to stop a conversation or to stop reading a letter. 


NUMBER OF LEVELS 
There are five levels. Each one is completed when you have defeated all of the 
criminals and their leaders. The final challenge comes when you must defeat 
the drug lord and rescue his prisoners. The levels are 


New York City. There are kidnapped children in the sewers and behind the 
barred doors of the ugly streets. The short sword is very effective for close-in 
battles; press the B button when the enemy is very near. Use the Art of the 
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Shadow or the Art of the Fire Ring for enemies who are at different levels. 
The Shadow will work well against Tiny. 

Tokyo. More of the same, this time in Japan. You’ll have to hit the flying Ninja 
three times to knock them off their kites. The Art of Invisibility is a good 
defense against falling bamboo spears. At the end of the level, immediately 
attack the four Ninja before they turn into a totem pole. (Really!) 

Rio De Janeiro. Watch out for those bad guys who do that voodoo that they do 
so well. Climbing across the warehouse roof can save time, and avoid many 
enemies. Use the Art of the Fire Bomb against the Ninja on the scaffolding. 
Battling the Voodoo Warrior may require multiple arts: Shadow, Invisibility 
or Fire Ring. 

New York City. The Manta just can’t seem to stay away from the Big Apple. 
The fight continues, this time in warehouses and underground tunnels. Use 
the Art of Invisibility to get past falling wrecking balls. Watch for secret 
levels. A note you will receive in this level will give you valuable advice on 
beating the robot guards. 

DRAT Headquarters. Darn it, but we thought that warehouse was deserted. 
How were we to know that it was crawling with assassins and mercenaries . . . 
and the mysterious chieftain of DRAT, waiting in his penthouse suite. It 
doesn’t matter which elevator door you choose; they’ll all go to the same 
place, and you’ll be attacked each time you step out. Use the arrow pad to 
adjust your aim with throwing stars. Read “I Always Wanted to Know” for 
some really important hints. 


There are also several hidden areas in the levels, with important secrets 
within. 


NUMBER OF LIVES 
3 to start. You can eam an extra life at 5,000, 10,000 and 15,000 points. 


SPECIAL ITEMS 
Look for the following symbols to aid you in your assignment: 


Letter. Read it for clues. 
Life. Restores Black Manta to his maximum strength level. 
POW. Makes the POW indicator more powerful. 


SECRET WEAPONS 
Darts are used for attacks from a distance. The Short Sword is for close range. 
The really powerful weapons are part of the Ninpo Arts. The Ninpo Arts are 
earned when the Black Manta successfully completes a level. To see which ones 
are available, press the Select button to bring up the Ninpo screen. These special 
abilities are divided into four groups: 
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Group “A” Arts 

Art of the Fire Bomb. Makes fire fall from the sky on a diagonal angle. 

Art of Lightning. Strikes down your enemies. 

Art of the Shadow. Brings forth a second Black Manta to fight by your side. 
Group “B” Arts 

Art of the Fire Ring. Encircles the Black Manta in flame. 

Art of Invisibility. Makes Black Manta impossible to see for a while. 
Group “C” Arts 

Art of Ground Fire. Sends fireballs that home in on enemies. 

Art of the Spider. Sends the Black Manta underground. 
Group “D” Arts 

Art of Fire Rain. Flame falls straight down to paralyze enemies. 

Art of Missiles. Lets the Manta unleash missiles across the screen. 

Art of Teleportation. This is the ultimate way to move around the screen. 


To Select a Ninpo Art, first press the Up or Down key to highlight one of the 
three groups of arts. Then press the Right arrow key to move the cursor into the 
art selection portion of the screen. Now press the Up or Down key to select the 
art you want to use. 

Press the “A” button to activate the new Art. It will appear in the Active 
Ninpo menu at the lower right corner of the screen. Press the Left arrow to exit 
the Group Art screen and press the Start button to resume play. 

To Use a Ninpo Art, hold down the “B” button until the POW indicator 
reaches its maximum level. Now, hold down one of the following arrow keys 
and release the “B” button to execute the Ninpo Art: 


GROUP “A”: Release the “B” button. 

GROUP “B”: Press the Left or Right arrow and release the “B” button. 
GROUP “C”: Press the Down arrow and release the “B” button. 
GROUP “D”: Press the Up arrow and release the “B” button. 


| ALWAYS WANTED TO KNOW 
Level Five, inside DRAT headquarters is absolutely impossible! Well, no itisn’t. 
It merely absolutely difficult. 

The elevator takes you to each of the four floors of the headquarters. At the 
end of the fourth floor, you’ll come to a room with four more doors. Behind 
each door is one of the boss characters from the previous four levels of the game: 
Tiny, Ninja Totem Pole, Voodoo Warrior and the Robot Guards. You’ll have 
to defeat one of these characters to be allowed to enter and face the Drug Lord. 

When you enter the penthouse, shoot a dart at the jukebox at the right and El 
Toro (the bad guy) will appear with Taro (the kidnap victim). 

In order to beat the Drug Lord, you’ll have to use one art from each of the 
four groups in a specific sequence. If you attack with the wrong art, you will 
have to begin the attack sequence all over again. And don’t hit Taro! 
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POWER ZOOMING 
You are allowed to continue the current game—up to four times—at the stage 
where your character was killed. 


Black Manta is a trademark of Taito America Corp. © 1989, Taito America Corp. 
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Bad News Baseball 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 20 


Baseball is baseball, and Bad News Baseball is little different from any other of 
the serious baseball simulation games for the Nintendo. That is to say that it is a 
lot of fun if you like baseball and can translate your knowledge and skill at the 
game down to the micro level of the game controller and the television screen. 
We encountered no surprises at all in playing this game, and found that the very 
same button presses and strategies we have used in other baseball games—RBI 
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Baseball and Bases Loaded among them—worked here. Bad News Baseball breaks 
little new ground that we could determine, but it does operate extremely smoothly, 
and that is not a bad recommendation for ball fans. 

This game presents a bit more detail about the offensive and defensive statistics 
for each player, which is particularly useful if you choose to make up your own 
team for an all-star game. Most players can be placed at more than one position in 
the field, albeit with different levels of skill. This should allow for some unusual 
lineups, including ones that are tremendous fielders but couldn’t buy a hit with 
gold brick, or a team that will score 22 runs but misplay every squibbler down the 
line into a bases-clearing triple. 

There were two elements of the game that were different, although they did not 
affect game play: you could choose to make your teams female (pig tails and a few 
extra curves on the field) and you can watch a close-up screen of close plays and 
home run swings. 

All of this near-realism is mixed with a slightly incongruous cartoonish screen 
display. The ump behind second base, for some reason, wears rabbit ears. A runner 
who fails to make it to a base may well fall down and see “stars.” And the “Bad 
News” players themselves are little league-level tykes, although they play hardball 
in a real 50,000-seat baseball stadium. Nevertheless, this is a fun baseball game for 
the Nintendo. 

One or two players. As a single player, you can compete against the computer 
using one of the regular teams in the package, or you can pick 20 all-star players 
and compete in a three-game championship series. When there are two players, 
they can play against each other in a three-game series using preset teams or each 
player can choose his or her own all-star team. 


MANUFACTURER: Tecmo. (213) 329-5880 


CHARACTERS 
You are the manager, pitcher, fielder, batter and base runners for a team in the 
Bad News Baseball league. 


BATTING 
Use the arrow keys to move the batter in the batting box—you may want to 
adjust your position toward or away from the plate based on the pitcher’s 
position on the pitching rubber. If you get really fancy, you can try to adjust 
your position at the plate to punch a pitch into a particular field when there are 
runners on. 
Press the A button to swing the bat. To execute a bunt, tap the A button. 
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RUNNING BASES 
The batter will automatically take off for first base when the ball is hit, and will 
continue to run—conservatively—if there is an obvious opportunity to take an 
extra base. 

To force an advance to a base or to attempt to steal a base, press the arrow 
key in the direction of the base you wish to run to and press the B button; to 
make the runner stop between bases, press the Down arrow and the A button. 
You cannot make a runner stop when he is attempting to steal a base. 

To attempt to return to a base, press the arrow keys in the direction of the 
base and press the A button. A runner cannot return to a previous base once he 
has touched another base. 

The arrow key directions representing bases are as follows: 


Right. First base. Up. Second base. 
Left. Third base. Down. Home plate. 


PITCHING 
There are three elements to pitching in this game. First is the placement of the 
pitcher on the rubber. Use the Left or Right arrow keys to move to the inside or 
outside of the slab. 

Next, choose the speed of the pitch. Press and hold the Up arrow and then 
press the A button for a slow pitch. Press and hold the Down arrow and then 
press the A button for a fastball. For a normal pitch, press the A button alone. 

Finally, once the pitcher is into his windup, you can use the arrow keys to 
select a particular type of pitch. If you do not press an arrow, the ball will fly 
right down the center of the plate, which may not be the best strategy against a 
strong hitter. 

Press the Up arrow for a Change-up, which is an offspeed pitch that looks 
like a fastball when it leaves the pitcher’s hand. Press the Left arrow to throw a 
curve ball that will break to the left; press the Right arrow for a Screwball that 
will break to the right. Press the Down arrow for a forkball, which will drop as 
it nears the plate. 

You can combine pitches. For example, press the left arrow and then the right 
arrow to throw a great arc of a pitch that will cut across the strike zone at the 
last moment. 

The pitcher can attempt to pick a runner off any base. Press the B button to 
switch to the fielding screen and then quickly press the arrow that represents 
the base you want to throw to. Press the A button to throw to that base. 


FIELDING 
Move fielders into position to field a grounder or catch a fly ball. To attempt a 
jumping or diving catch, press the arrow key in the direction you want to go and 
press the B button. 
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When you have tracked down a ball, use the arrow keys to select the base to 
throw to, and then press the A button. If you do not select a base, the ball will 
automatically be thrown to first base. 
To run to a base with the ball, select the base you want to go to and then press 
the B button. You can change your mind and throw the ball while the fielder 
is in motion, too. 


STATISTICS : 
Each player will be ranked with information about their offensive and defensive 
abilities. A manager has to find the proper balance between hitting and fielding 
abilities in order to come up with a winning team. You should also keep in mind 
the capabilities of the team and manager you are playing against; if the other 
team is made up of speed demons, you probably will want to have a catcher and 
outfields with strong arms. 
Here are the categories you will find in the game: 


Pitchers. The ERA (Earned Run Average) tells you, on average, how many 
Tuns a pitcher gives up in a full nine-inning game. os lower the ERA, the 
better the chances of a low-scoring game. 

The ST category tellsyou the pitcher’s stamina soning! The second number 

` is the pitcher’s maximum stamina level; the first number is his current level. 
As a ball game goes on, stamina will be reduced and fastballs will tend to be 
not so fast and curveballs not so curvy. 

RLF is a ranking of Right-breaking curve, Left-breaking curve and Fork- ` 
ball. The breaking pitches are ranked from 1 to 8, with the higher the number 
the more drop to the pitch. Forkballs are ranked from A (best) to C. 

Fielders. AV is the batting average, which tells you the ratio of hits to outs. The 
higher the average, the more reliable the batter. An average of over .300 is 
considerably excellent. A related measure is HR, which tells you the number 
of homeruns the player has hit, which is a good indication of his ability to hit 
more. 

Each fielder is then ranked in terms of his fielding ability at one or more 
of 6 positions on the field; ability is scored from A (best) to C (worst). 

Pitchers are always ranked a middle-of-the-road B. 

Fielders are also ranked on A for Arm Strength, an indication of how hard 
a fielder can throw the ball once they have retrieved it. This scale runs from 
1 to 8, with the higher the number the better the throwing arm. 

Finally, players are ranked on an R scale for running speed from 1 
(slowest) to 8 (fastest.) Faster players will be better on the basepaths as well 
as in the field in chase of a ball. 
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POWER PLAYER HINTS 

To change over to the girls’ mode, you need to have controllers plugged into 
both ports of the control deck. Press and hold the Down/Left arrow combination 
on controller 1 and the Up arrow on controller 2 and push the reset button on 
the control deck. When the title screen is displayed, you’ll see a cute little heart 
mark on the screen to indicate the female version of the game. 

The game play is unchanged; the fireballing pitcher, pigtail flying in the air, 
can still throw at 100 mph or more. 


Bad News Baseball is a trademark of Tecmo, Inc. © 1990 Tecmo, Inc. 


Kings of the Beach 


DIFFICULTY: Apprentice-Hot Dog 

GRAPHICS: (1-10) 6 SOUND: (1-5) 3 

RESPONSE: (1-10) 6 FUN:(1-10) 7 
ULTIMATE RATING: (0-35) 22 


Okay, we’ve got to admit it. We’d never even heard of professional beach 
volleyball before we opened the package to “Kings of the Beach.” But the game 
designers at Ultra (and Electronic Arts, which produced the original PC game) 
assure us that it exists, and that contestants can earn as much as $100,000 in 
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tournaments in such beach volleyball hotspots as San Diego, Honolulu, Rio de 
Janeiro and Sydney, Australia. We suppose the next thing someone is going to tell 
us is that people can earn a living writing books about Nintendo games. . . 

Anyhow, Kings of the Beach is an electronic version of a top-competition 
volleyball game. Here are the basic rules: The goal of the game is to hit the 
volleyball over the net. Each team can touch the ball no more than three times 
before it travels over the net, but no player can touch the ball twice in a row. 

In a one-game match, the winner is the first team to score 15 points. In a 
three-game match, each game is played to 12 points and the first team to win two 
games wins the match. In any case, all games must be won by at least 2 points, 
which means that of the teams are tied at 14-14 in a one-game match, the game 
will continue to at least 16 points. 

A volley is over when one side fails to get the ball over the net. Points can only 
be scored by the team which had the serve at the beginning of the volley. If the 
other team wins a volley, it is called a “sideout” and the serve passes. One to four 
players; more than two players requires use of NES Satellite or Four Score 
adapter. 


MANUFACTURER: Ultra Software. (708) 215-5111 


CHARACTERS 

You get to step inside the shorts of beach volleyball champs Sinjin Smith (6’3", 
190 pounds, from Santa Monica, Calif., the most successful player in beach 
volleyball history) or Randy Stoklos (6’3", 215 pounds, from Pacific Palisades, 
Calif., the most dominant player on the beach; his nickname is “Vanilla 
Thunder.”) 

You will play against electronic recreations of some of the best challengers 
from around the professional volleyball world. 


CONTROL PAD 
Arrows: Use the arrows to move your players around on your side of the net. 
You can also affect the flight of the ball in midair after you have hit it by 
pressing one of the arrow keys. 
The ball always lands on its own shadow, so when the ball is up in the air, 
try to stand on the shadow to be in position to hit the ball. 


OFFENSE 
Serving the Ball 
Underhand (Skyball). Press the “A” and “B” Buttons at the same time to 
send the ball in a high arc deep into the opponent’s court. This serve gives 
you a lot of time to get into position to receive. 
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Flat Serve. Press the “A” or “B” Button to toss the ball into the air and then 
hit the ball by pressing the “B” button to launch a basic low serve. You 
have to get your timing right to avoid hitting the net or slamming the ball 
right into the sand. 

Jump Serve. Press the “A” or “B” Button to toss the ball into the air and 
then hit the ball by pressing the “A” button for a high-speed rocket that 
clears the net and heads down. 

Receiving a Serve 

Bump. Move into position beneath the ball and press the “A” button. This 

taps the ball up and gets it under your control to prepare for a set or spike. 
The Set 

Set. Press the “B” button quickly for a low pass to your other player to set 
up a slam over the net. Hold the “B” button down longer for a high toss. 
The set is usually the second of three shots when you are receiving the 
ball. 

The Spike 

Hammer Spike. Press the “A” and “B” Buttons together for a slam down 
from your side of the net. The spike is usually executed on the third hit, 
but for a surprise, use it on the second time you touch the ball on your side 
of the net. 

Diving Reception 

Dig & Dive. If you try for a ball that is just out of reach, the computer will 
automatically attempt a dive for the ball. Sometimes you might even hit 
it, too. 

The Feint 

Feint. Press the “A” and “B” Buttons at the same time, while pressing the 

arrow key toward the back of the court. 


DEFENSE 
The Block 

Block. Press the Up arrow and then the “A” and “B” Buttons together. You 
should press the buttons when you are at the top of your jump. And, timing 
is everything: It can look very silly if you jump up and block a shot that 
is not yet coming over the net. 

Kong Block. Press the “A” and “B” Buttons together while pressing the 
arrow key toward your opponent’s net to attempt a one-handed hammer. 
This move is a specialty of Stoklos. 


ARGUING A CALL : 
If you think the ref has made a bad call (sometimes it will be very obvious) you 
can try to argue your case. You must do this before the score is displayed. Move 
your player next to the referee’s chair and press the Start button. Sometimes 
you'll win and sometimes you’ll lose. 
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If you get the ref mad at you, he may give you a “yellow card” which is a 
waming. If he is really upset, you'll be issued a “red card” which will cost you 
a point. 


NUMBER OF MODES 
There are three modes of play: 


Practice. (Bump, Set or Spike). Select one of the three areas and press the “A” 
button and the coaches will set up practice shots for you. When you are 
through, press the Select button to return to the beach scene. 

Match Play. Here you can play a pickup game against the computer or a friend. 

Tournament Play. The Tournament of Champions is made up of five Stages. 
You'll proceed from one stage to the next by winning three 15-point games 
consecutively. The tournament can only be played by one or two contestants. 


TOURNAMENT LOCATIONS 
Stage 1: Coronado Beach. San Diego, Calif. 
Stage 2: Oak Street Beach. Chicago, Ill. 
Stage 3: Waikiki Beach. Hawaii. 
Stage 4: Copacabana Beach. Rio de Janeiro, Brazil. 
Stage 5: Great White Beach. Australia. 


USING PASSWORDS 
The Tournament of Champions section of the game includes a password feature. 
Each time you win three games in a row, the computer will display a password. 
Write down the code and use it to return to the game at a later time. 
You can’t claim to have won this game if this is the way you do it, but here 
are four passwords that will, respectively, take you into later stages of the 
tournament: 


StageTwo SIDEOUT Stage Three GEKKO 
Stage Four + TOPFLITE Stage Five SUNDEVIL 


Kings of the Beach Professional Beach Volleyball is a trademark of Electronic Arts. Game pak ©1989 
Ultra Software Corporation. 
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DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 4 SOUND:(1-5) -2 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 17 


BOT 1ST 


Bat 


Little League Baseball is just like Big League Baseball, except that the leaguers 
are small, and the field is small and the game is supposed to be fun for everyone. 
That seems to be the philosophy behind SNK’s new Little League Baseball 
Championship Series game for the Nintendo. ` 

This is not the most sophisticated video baseball game, but the play action is 
very good. The batters are not household names, but they’re cute little tykes. And, 
like RBI Baseball 2, also reviewed in this book, it is pretty pure in its adherence to 
the rules of the game. 

As we said, the play action is good: it seems slightly slower and easier to control, 
which may be appropriate for a junior league game. Our only comment about the 
design of the game involves the rather cluttered view you see when a batter is at 
the plate. There are no less than four boxes inset into each of the four comers of 
the screen. They give youa fair amount of information about the score, the pitcher, 
the batter and the baserunners, but we wished we could make them go away. In 
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any case, the job of the pitcher and batter are simplified, because Little League 
Baseball runners cannot take leads off bases although they can attempt to steal, at 
least in this electronic version of the game. One or two players. 


MANUFACTURER: SNK Corp. 


CHARACTERS 
You get to manage, pitch, field and run as a member of a Little League Baseball 
team, one of eight American or eight international teams in the cartridge. 


STARTING THE GAME 

To start a new Championship Series, choose the name of the team you want to 
play. Be careful here: If there is already a championship series underway, 
selecting Start a New Championship will erase any data in storage. 

To continue an existing series, enter the password you obtained when you 
last finished a game. 

You can also choose to play a one-game Exhibition between any two teams. 

The available teams for Championship Series or Exhibition games are 
displayed on a map of the world. To examine the capabilities of each time, move 
the cursor to acountry and press the A button. The ratings are Batting, Defense, 
Pitching and Running. 


BATTING CONTROL PAD 

Arrows: Move the batter up, down, inside or outside in the batter’s box before 
the pitch is thrown. Once the pitch is on its way, press the Up arrow for swing 
under the ball (for a fly ball) or the Down arrow to chop down on the ball 
(for a grounder.) 

“A” BUTTON: Press to swing the bat. Tap to try a surprise bunt, or to try to 
just tap a ball into a particular location. You can leave the bat straight or 
angled to the left or right. This is a difficult way to hit the ball, but because 
it is a surprise, the fielders will not move forward and so your chances of 
being safe are increased. 

“B” BUTTON: Press to put the batter into a standard bunting position, with 
the bat aimed to either the left or right side of the diamond. Fielders will move 
in and your chances of being out are greater, but you will havea better chance 
of moving a baserunner along. 

If you have a runner on third base, you can attempt a squeeze play. Here 
the runner will head for the plate as the pitcher throws the ball. To protect 
the runner, you can try to make your batter jump to hit a ball that is out of 
the strike zone: press the Right arrow and the B button for a right-handed 
batter or the Left arrow and the B button for a left-handed batter. 
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RUNNING 
Arrows: A baserunner will automatically run to the next base when a batter hits 
the ball. To advance them an extra base if you think they can make it safely, 
press the arrows to choose a base and then press the B button. 

To retum a batter to the previous base, press the arrow key for the base and 
then hit the A button. Use this to return a batter who has run to another base on 
a fly ball that is caught, or to move a runner caught in a rundown play back a 
base. 

For an emergency time-out that will freeze runners and fielders, press the 
Down arrow and the A button. Play will resume when you press an arrow and 
the A button or B button. 

To attempt to steal a base, press the appropriate arrow key and the B button 
at the moment that the pitcher throws the ball. 


PITCHING CONTROL PAD 
Arrows: Press the Left or Right arrow keys to move the pitcher in either of 
those directions on the mound. 
Then press the A button to begin the windup. 
Until the pitcher releases the ball, you can use the arrow keys to choose the 
type of pitch, as follows: 


Fast Ball. Down arrow. 
Change-of-pace. Up arrow. 
Inside pitch. Left arrow. 
Outside pitch. Right arrow. 


Once the ball has been released, use the Up or Down arrows to curve the pitch 
in either of those directions. 


FIELDING CONTROL PAD 
Arrows: Move the fielder into position to catch a fly ball or ground ball, or a 
ball otherwise in play. 

To throw the ball once retrieved, press and hold the arrow key for the base 
you want to throw to, and then press the A button. If you do not hold down an 
arrow key, the ball will automatically be thrown to first base. 

To run to a base with the ball, press the arrow key for the appropriate base 
and press the B button. 

To attempt a diving catch, press the Left or Right button and the “A” or “B” 
Buttons. To try for a jumping catch, press the Up arrow and the “A” or “B” 
Buttons. 

While you are in the field, you can also move your fielders to compensate for 
certain hitters of certain situations. Press the Down arrow twice to see a display 
of the positions of the fielders. Press the Down arrow twice again to produce a 
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cursor on screen and then use the arrows to change the positions of the infielders 
and outfielders. Available shifts are 


Infield 
Normal. (Regular positions) 
Double Play Depth. (Middle shift) 
Force. (Advanced shift) 
Bunt. (Bunt shift) 

Outfield 
Normal. (Regular positions) 
Short. (Play at the plate.) 
Deep. (Backward shift.) 


Fielding shifts will remain in effect as long as the same batter is at the plate. 


POWER PLAYER HINTS 

The strongest, most balanced teams are probably California, Korea, New York 
and Texas. 

If you are playing against the computer, bunt! The machine never seems to 
expect one, and it’s a good way to set the table. 

To throw extra hard to a base to attempt a pickoff, press the A and B buttons 
together. 

Make those pitches wobble by wobbling the Left and Right arrow keys as the 
ball comes in to the plate. 


GROUND RULES 
There are a few special ground rules for the game. First of all, a Little League 
game lasts only six innings if it is not tied. The game can be extended to as many 
as 18 innings if neither side holds a lead; after the 18th inning the game will be 
called. 
If one team jumps out to a lead of 10 or more runs, or if either team scores 
100 runs, the game will be called at the end of that inning. 


Little League Baseball © 1990 SNK Corp. of America. 
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Pinball Quest: The Game 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 7 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 8 

ULTIMATE RATING: (0-35) 24 


Readers of the Ultimate Unauthorized Nintendo Game Strategies book series know 
that we do like pinball simulations, having previously given high marks to products 
like Rollerball for the NES and especially to Revenge of the ’Gator for the Game 
Boy. Into that exalted circle we are pleased to include Pinball Quest, which is one 
weird flipping game. 

Actually, this game pak includes four separate games: Roleplaying Mode, Pop! 
Pop!, Circus and Viva! Golf. 

Roleplaying Mode is clearly the star of his package, a combination of pinball, 
arcade shoot-em-up and adventure game. This one-player challenge puts you into 
a six-level castle where you use your silver ball as the weapon to defeat the evil 
Beezelbub; instead of points you will collect bars of gold. You can use that gold 
to purchase enhanced flippers, special stoppers and other power-ups. 
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Pop! Pop! is a pinball game with an internal billiards and bowling competition 
that up to four players can play. It also has a slightly risque piece of art; it would 
fit well in a bar. 

Circus takes place against guess what kind of background, again with as many 
as four players taking turns. It includes a special bonus game within the game and 
a slot machine section that awards extra points and special gates. 

Viva! Golf presents a pinball screen in the shape of a golf course, including sand 
traps, interfering gophers and water hazards. 

We worked with a pre-release version of the game. One to four players in 
alternate turns. 


MANUFACTURER: Jaleco. 


CONTROL PAD 
The basic controls are the same for each game, although strategies will differ 
greatly. 


Flippers: Press the Left arrow to bounce the Left Flipper. 
Press the “A” button to bounce the Right Flipper. 
To move the flippers up or down on the screen, press the Up or Down 
arrow. 
To shake the machine a bit, press the “B” button. This will work in all 
games except for Role-playing Mode. 


WORLDS 
Role Playing Game—The Castle. 

Well, first of all, you knew that there just had to be a kidnapped princess in 
here somewhere, right? Her name is Princess Bali, and her kidnapper is 
Beezelbub, dark lord of the machine. He is holding her captive in his throne 
room. 

You, of course, are on this planet (or at least in this game) in order to rescue 
the princess. To do so, you’ll have to make your way through six levels of 
pleasant places like graveyards, dungeons and rivers. 

On the screen, you will see four indicators: 


Enemy. You will have to reduce the enemy’s strength to 0 in order to defeat 
him. 

Attack Strength. This is an indication of your offensive power against your 
enemy; the higher the number, the more damage your ball will inflict when 
it hits an enemy. When your ball falls through a gate to a lower level, you 
will lose half of your attacking power. 

Gold. Your reward for hitting bumpers, special scoring locations and for 
defeating enemies is bars of gold, and this indicator will keep you posted on 
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your current level. Remember that the goal of this game is not to score points, 
but to make it to the end of the adventure; be sure to spend your gold wisely 
when you enter the Black Market. 

Flipper/Stopper Inventory. Here you'll see a display of flippers and stoppers 
you have purchased but are not currently using. 


Take your gold to the Black Market by hitting the “A” button when the 
pinball icon is next to Purchase. Choose the flipper or stopper you want to buy 
and then press the “A” button again. You can buy several items in one shopping 
trip, but you are limited to no more than four items in storage in inventory. 

If you are really desperate—or just the larcenous type—you may want to try 
to Steal some gold. Move the pinball icon to the Steal command and press the 
“A” button. If you are lucky, all four of your item slots in inventory will be 
miraculously filled with flippers and stoppers. If you are unsuccessful, you will 
lose half of whatever gold you have in storage. 

Stoppers are important defensive tools that can help you stay on upper levels 
and rack up gold. Available stoppers are 


Single Stopper. Costs 500 pieces of gold. The side stopper will go to the left 
or right side of the screen, and will work only once. 

Floor Stopper. Costs 2,500 pieces of gold. Another side stopper for the left or 
right side, it can be used over and over again as long as the ball stays on the 
current level; when you complete the level, or if your ball drops down a level, 
this stopper will disappear. 

Permanent Stopper. At a cost of 30,000 pieces of gold, this side stopper will 
block both left and right sides and can be used over and over again. It can be 
used on every level once purchased, although it must be selected and 
activated each time you change levels. 

Center Stopper. This plug goes at the bottom of the level, between the left and 
right flipper. Costing 8,000 pieces of gold, it can be used over and over again 
as long as the ball stays on the current level; when you complete the level, 
or if your ball drops down a level, this stopper will disappear. 


Flippers are your offensive weapons. You’ll start the game with ordinary 
ones, but once you begin to rack up gold pieces, you should upgrade to more 
powerful models. Once they are activated, they can be used on all levels. The 
available ones are: 


Strong Flipper. Much more powerful than the basic model, they cost 40,000 
gold pieces. 

Devil Flipper. The most powerful flippers in the game, they are also the least 
reliable. They may be the only one you will defeat certain enemies, but they 
may also fail you at the most critical moment. They cost 50,000 units of gold. 
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When you enter a new level, or if you want to make a change in mid-level, 
press the Select button to freeze the game and enter the item selection screen. 
Move the pinball icon next to the item you want to use, and then press the “A” 
button. Press the “B” button to resume play. 

When you use one of the lower-priced side stoppers you will need to instruct 
the computer whether to place the item in the left or right side. Select a position 
with the “A” button and then press the “B” button to resume play. 


Pop! Pop! 

This is a game that is a little bit more like traditional pinball, but still a far 
cry from the original simple flipper, bumper and saver versions. Here you will 
compete in pinball bowling and pinball billiards (pool). As many as four players 
can take tums in this competition; contestants 1 and 2 will share use of 
Controller 1, while contestants 3 and 4 will alternate on Controller 2. 

Your first challenge within the pinball game is a bowling match. You must 
knock out all six bowling pins in order to open up the drop hole in the jukebox 
that leads to the billiards table. 

The first time you visit the billiards table you will earn a 1,000 point bonus. 
You will find a special “aim” arrow on the screen; use the Left arrow to set the 
aim, and press the “A” button to shoot. You will have five tries at sinking all 
of the red balls without losing your cue ball. Points are awarded as follows: 


Sinking 4 Red Balls (First Time). 10,000 points per ball, plus you will earn a 
Center Stopper. 

Sinking 4 Red Balls (Second Time). 30,000 points per ball sunk, plus the Extra 
Ball lane will be activated. 

Sinking 4 Red Balls (Third Time). 100,000 points per ball sunk. 

Fourth Time and Later. 1,000,000 point bonus. 

Circus. 
You’ve got dancing girls, trained animals and a slot machine inside this 

pinball game. Special scoring is as follows: 


Lower Level. Hit the ball into Hole 1 to activate the slot machine and earn 
points as follows: 
3 Seals. Lights Extra Ball Lamp. 
3 Cherries. Opens Gate. 
3 Plums. Changes Bumper Score from 100 to 500. 
3 Gold. The passage to the Bonus Game opens. 

3 Clowns. The hot one: All four of the other bonus features are activated. 
Bonus Game. Aim the balls at the animals, but don’t hit the girl they are chasing. 
And while you are at it, avoid being hit by balls dropped by the animals. 
Upper Level. Light all four of the upper gate lamps to change bumper value 
from 100 to 500 points. Knock down four targets and then the target with the 

indicator to change gates 3 and 4 from 1,000 points to 5,000 points. 
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Viva! Golf. 

The setting here is a gopher-infested golf course. Use your ball to knock out 
those gophers when they stick their pesky little heads out of their holes, and 
then go up to try to defeat the big boss gopher in the top middle hole. 

Bonus points are awarded as follows: 

Ball in Upper Hole. 10,000 points and the Extra Ball light will be lit at the 
flipper gates. . : 

Second Time in Upper Hole. 30,000 points. 

Third Time. 50,000 points. 

Fourth Time. 100,000 points. 


Pinball Quest is a trademark of Jaleco Ltd. © 1990 Jaleco Ltd. 


RBI Baseball 


_ DIFFICULTY: Novice-Apprentice. 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


_ RESPONSE: (1-10) .7 FUN: (1-10) 7 
ULTIMATE RATING: (0-35). 23 


It seems a little silly to talk about “realistic” baseball inside of a Nintendo game 
pak. Baseball is, of course, one of the most real things in our lives, and those little 

. Stick figures running around on baseball diamonds on the surface of the moon or 
in the back yard of the Great Lost Continent of Atlantis are entertaining diversions, 
but hardly “real.” 

But, for our money (or yours) we think the closest you are going to come to 
realism ina silicon chip thus far is in RBI Baseball 2, the latest effort from Tengen. 
This is not the flashiest or cutest or even the most attractive baseball game, but we 
think it is the one that best lets the serious baseball fan feel like a major league 
manager. : 

One obvious reason for the realism, of course, comes from the fact that Tengen: 
has struck a deal with the Major League Baseball Players Association allowing the 
use of real players’ names and statistics. In the case of RBI Baseball 2, we are 
looking at the actual numbers of the 1989 major league season for all 26 teams. 
So, for example, if you are absolutely dying.to pit ace pitcher Orel Hershiser of the 
Los Angeles Dodgers against the Boston Red Sox’ Roger Clemens, go to it. Each 
of the teams has a full roster of 24 players, and the amateur manager can set up his 
or her own batting order and make substitutions of pitchers, fielders and hitters. < 
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Most of the rules of baseball apply. There is even an Instant Replay feature so 
that you can review that fantastic fielding play you made. 

There are three types of competition: You can play against the computer 
(selecting an easy or difficult automatic opponent) or head-to-head against another 
player. And, you can also pour yourself a root beer and watch the computer play 
against itself. One or two players. 


MANUFACTURER: Tengen. (408) 433-3999 


CHARACTERS 
The Major League Baseball roster for all 26 teams in the 1989 season. 


OFFENSE 
At Bat 

Arrows: Move the batter within the batter’s box. 

“A” BUTTON: Swings the bat. Press and hold for a full swing. To Bunt, 
Press and release the button quickly, or press the Select button. 

“B” BUTTON: Not used when at bat. 

Select: Press once to put the bat in the bunting position. If you determine 
that the incoming pitch is going to be out of the strike zone, press the Select 
button again and the batter will take his bat out of the strike zone; if you 
wait too long, a strike will be called. 


On the Base Paths 
Arrows: Controls the movements of the runner. The directions are as 
follows: 
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Right. Runner will advance or return to first base. 
Up. Runner will advance or return to second base. 
Left. Runner will advance or return to third base. 
Down. Runner will advance to home plate. 

“B” BUTTON: Advances the runner to the next base. Use together with the 
appropriate arrow key. Use to steal bases, in hit-and-run plays and squeeze 
plays. 

“A” BUTTON: Baserunner will return to a base. Press the arrow button, 
too. Use this control when a fly ball has been caughtor to stop an attempted 
steal or extra base advance. Once a runner has arrived successfully at a 
base, he cannot be returned. 


Offensive Time-Out Options: Press the Start button to call time out. Once time 
has been called, you will have the following options: 

Substitutions. To change a batter, runner or fielder. You can view an 
extended set of statistics on the players you are inserting into the game by 
pressing the Select button. 

Switch Hit. Batters who are identified as switch hitters can be turned around 
to face left or right. Do this when the opposing team has changed pitchers, 
or to try to punch a ball into right field to score a runner on third, for 
example. 

Scoreboard. Press the B button to see the scoreboard. You can examine the 
stats of the game thus far, and if the situation looks absolutely hopeless, 
you can even choose to forfeit a game. 

Instant Replay. Lets you examine again, in living color, the most recently 
completed play in most situations. 

Play Ball. Retums you to play. 


DEFENSE 
Pitching 
Arrows: (1) Moves the pitcher from side to side on the rubber before the 
windup begins; (2) Used to select the type of pitch when pressed and held 
as the windup begins. Choices are 
Knuckleball/Sinkerball. Use the up arrow to throw this slow and hard- 
to-hit pitch; 
Curveball. Use the right arrow to throw a pitch that breaks to the right. 
Screwball. Use the left arrow to throw a curve that breaks to the left. 
Fastball. Use the down arrow. 
If you do not press down one of the arrow keys as the pitcher begins 
his windup, he’ll throw a normal pitch down the middle. 
Note that you can affect whether a pitch comes inside or outside on the 
batter by pressing the Left or Right arrow as the ball flies toward the plate. 
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“A” BUTTON: Begin the windup and throw a pitch. Press and hold an arrow 
before pressing the A button in order to select a particular pitch. Once the 
ball is on its way to the plate, the Left or Right arrows will affect its 
location. 

“B” BUTTON: Used to attempt to pick off a base runner. When the pitcher 
takes his foot off the pitching rubber, press the A button to throw the ball. 
Without an arrow the ball will go to first base; press one of the other arrow 
directions to attempt a pick off at second or third or a throw home against 
an attempted steal. 

Defensive Time-Out Options: Press Start to call time out. 

New Pitcher. Move the cursor to the desired relief pitcher, and press the A 
button to make the change. Once you remove a pitcher from the game, 
you cannot bring him back again. 

New Fielder. Move the cursor to the name of player you want to take out of 
the lineup and press the A button; now move the cursor again to the name 
of the player you wish to put into the game in his place. You can look at 
some additional statistics by pressing the Select button. Press the A button 
to make the substitution; press Start to cancel the process. ` 

Scoreboard. Press the B button to see the scoreboard. 


IN THE FIELD 
Arrows: When the ball is hit, you'll need to move one of your fielders into 
position to catch the ball. The arrows control movement as follows: 


Toward Center Field. Up arrow. 
Toward Home Plate. Down arrow. 
Left or right. Use left’or right arrow. 


You can also send your fielders into foul territory or behind home plate in 
hopes of catching pop-ups. 

To attempt a jumping catch of a ball, press the “A” or “B” Buttons when 
the ball is near your fielder. If the ball is on the ground, you can dive toward it 
by pressing the “A” or “B” Buttons and an arrow key. 


THROWING THE BALL 
Once you have grabbed hold of the ball, you will need to get it back i into play. 


A button. Throws the ball to the base selected by the arrow pad. If no arrow is 
pressed, the ball will be thrown to first base. Arrows control ihe throw of the 
ball as follows: 

First base. Right arrow. Second base. Up arrow. 

Third base. Left.arrow. Home Plate. Down arrow. 

B button. Makes the fielder run to a base. Use the arrow keys to direct the fielder 
to the proper base; if no arrow is pressed, the fielder will run to-first base. 
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TYPES OF GAMES 
One-player. You against the computer; this guy plays a pretty strong defensive 
game. 
Two-player. You against another human player. 
Watch. Choose your two teams and watch the computer play for both sides. 


GROUND RULES: 

You may use as many as five pitchers in one game, limited to one or two of your 
Starters and four or five relievers. And, a starting pitcher can only appear in every 
other game of a series. 


POWER PLAYER HINTS 
If you’ve got a good pitching staff—Oakland has one of the best—you may 
want to change pitchers every two or three innings to keep a fresh arm in the 
game. 

Where you hit the ball, and how hard, is determined by your timing in your 
swing as well as where the ball strikes the bat. Find the best position in the 
batter’s box for your own playing style, paying attention to the difference in 
positioning of left-handed and right-handed batters and pitchers. 

Just like in a real baseball swing, if you hit the ball in the middle of your 
swing you are likely to drive it into centerfield. If you swing early it will 
probably go to left if you are a righty or right if you are a lefty. If you swing 
late, the opposite will happen. You might want to adjust your position in the 
batter’s box to compensate for your hitting and your opponent’s pitching styles. 

Remember to hold a runner near his base when you think a fly ball might be 
caught to avoid getting picked off. Use the B button and appropriate arrow key 
to hold the runner or return him to his rightful base. 


RBI Baseball is a trademark of Atari Games. Game pak © 1990 Tengen, Inc. 


Snoopy’s Silly Sports Spectacular! 


DIFFICULTY: Novice 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 7 
ULTIMATE RATING: (0-35) 21 


First of all, let’s get one thing out of the way here: when you really think about it, 
the games in the Snoopy Silly Sports Spectacular are no sillier than the games in 
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the Olympics. You know, events like the pole vault, where grown men run down 
a track carrying a 15-foot stick that they plant in the ground and launch themselves 
into the air. Or winter events like the ski jump, where athletes zoom down a 
snow-covered hill on skis that won’t turn and head for a ledge, which then proceed 
to jump off. 

So, then, here are the perfectly reasonable events in Snoopy’s own world 
championships: The Sack Race, Boot Throwing, Pogo, Overboard, Pile of Pizza 
and River Jump. The games are set in beautiful locales of Italy and Greece. 

We kind of like the Boot Throw, which is set in front of the ruins of the great 
Colosseum in Rome, and Overboard, which is a balancing game set in a gondola 
in the canals of Venice. And where else would you set a race in which you are 
carrying 20 leaning pizza pies than in front of the Leaning Tower of Pisa? 

You can play by yourself or head-to-head against a second player in a full 
six-event championship, or one or two players can select individual events for 
competition. 

The graphics are cartoonish, which seems appropriate. The challenge level 
seems appropriate for players of about ages four to eight. One or two players. 


MANUFACTURER: Kemco-Seika. (800) 462-5040 
CHARACTERS: Snoopy, Woodstock and Spike. 


SACK RACE 
That mountain in the background is famous Mount Vesuvius, the only active 
volcano on the European mainland, located on the eastern shore of the Bay of 
Naples. The most famous eruption of the volcano took place in the year 79 when 
the town of Pompeii was buried; it blows several times a century. 

Be sure to wait for the red balloon to pop before you start your race, or you 
will lose points. Press and release the A button to jump forward; use the arrow 
keys to maneuver around manhole covers. And beware, the covers can unex- 
pectedly open or close. If you call too far behind, your good buddy Woodstock 
will appear to give you a helpful push, but this will cost you some points. This 
event has a time limit of 50 seconds. 


BOOT THROWING 
The walls behind Snoopy are the remains of the famous Colosseum, site of 
gladiator combats and according to legend the occasional feeding of Christians 
to lions and beasts. The Colosseum would have made a pretty decent football 
stadium today; there were seats for about 45,000 Romans on tier after tier of 
marble rows. It was completed about the year 80 and events were held there 
until the year 404 or so. 
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Your assignment here is to throw your boot as far as possible. The whole trick 
comes in the combination of a strong windup and release at just the right 
moment. Press the Down arrow to begin windup; as Snoopy begins to swing, 
press the Right, Up, Left and Down arrows in sequence again and again to make 
Snoopy go faster and faster. (If that series of arrow presses sounds too compli- 
cated, you may want to think of it like this: you are tuming Snoopy in a 
counter-clockwise direction, which is the opposite of the direction the hands of 
a clock will move.) Now comes the trick of releasing the boot at the right 
moment. If you let go too soon, you may throw your boot at your foot, which 
is not going to win you many points; throw the boot too late and you’ll throw 
it straight up in the air or even over your shoulder. 


POGO 

This is your basic hurdles race, set in front of the spectacular ruins of the 
Parthenon of Athens, Greece. The Parthenon is the most famous “acropolis” 
(Greek, “uppermost city.”) In ancient times, every important Greek settlement 
had an acropolis, on which were placed temples, treasuries and other important 
civic buildings. In times of attack the acropolis became the last bastion of 
defense. 

Push the Right arrow on the control pad to move Snoopy, and press the A 
button to jump over barriers. Points are awarded for each obstacle cleared. 


OVERBOARD 
The amazing city of Venice, Italy is the scene of a bit of roughhousing. Venice 
is a collection of tiny islands within a lagoon; between the islands run more than 
160 canals, mostly very narrow and hundreds of bridges. Houses and buildings 
are built on piles driven into the bay. The main way to get around the city is on 
a gondola (driven by a sometimes-singing gondolier with a long pole) or a 
vaporetto (a small motorboat). 

Your goal here is to push your opponent out of the gondola and into the water. 
Use the arrow keys to try to keep your balance as the boat rocks back and forth. 
Push the A button to push your opponent. There is a time limit of 50 seconds 
for this competition. 


PILE OF PIZZA 

One of the truly strange manmade sites in the whole world has to be the Leaning 
Tower of Pisa. Construction of the 163-foot-tall cathedral bell tower was begun 
in 1174, but midway through the construction its builders realized that the 
ground under the tower was shifting and the structure began to lean. Later 
builders tried to correct the problem by leaning the top of the tower back the 
other direction, but it still tilted. Today the structure leans about 16 feet from 
the perpendicular. The scientist Galileo is said to have conducted some of his 
experiments on gravity from the top of the tower. 


202 Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


The assignment here is to take a stroll down the race course with a stack of 
20 pizzas in hand. You’ll score the most points for the fastest time with the most 
pizzas. Use the arrow keys to help you balance your load as you walk toward 
the finish line. There is a time limit of 80 seconds for this event. 


RIVER JUMP 
Naples, or Napoli in Italian, is across the bay from Mount Vesuvius. In this 
competition, you will attempt to pole vault over the river. 

Press the A button rapidly to start Snoopy on a running start. When Snoopy 
arrives at the edge of the river, press the B button to plant your pole and soar 
over the water. Again, the key here is timing. If you put the pole into the river 
too soon, you can trip or end up taking an unexpected swim. Wait too long and 
you'll run right into the river. 


Snoopy’s Silly Sports Spectacular is a trademark of Kemco, © 1989. Peanuts characters are trademarks 
of United Features Syndicate, © 1958, 1965, 1975. 


Tecmo World Wrestling 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 20 


This is relatively serious wrestling for those Nintendo players who would rather 
pay attention to wrestling moves instead of illegal weapons and guys with more 
makeup than Tammy Fay. About the only concession to wrestling as television 
theater is the fact that some of the matches will continue out of the ring. 

You can choose a wrestler from the group of strange characters in the game pak, 
or you can fight as yourself by entering your own name. Each time you start a 
match, or lose one of the matches of a competition, you will be allowed a trip to 
the gym for a Muscle Training session. There you can “beef up” your wrestler a 
bit by going through a few rounds of exercise; your wrestler (and your thumb) will 
gain power for the next challenge. 

The more points there are in your wrestler’s Physical Strength Meter, the better 
able your fighter is to bounce back from an opponent’s move. The meter will regain 
some power when you manage to execute a special technique successfully. 

The game includes a Zoom Mode that allows you call up a slow-mo instant 
replay of your most recent technique. One or two players. 
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MANUFACTURER: Tecmo Ltd. 
CHARACTERS 


There are 10 pre-programmed wrestlers in the game, and none of them are 
wussies as best as we can determine. Each one has a pair of special maneuvers; 
you'll find a full description of moves later in this section. Here are the fighters, 
with their special techniques listed: 


Akira Dragon, “The Samurai.” 6’3", 231 pounds. Back Brain Kick. and 
German Suplex. 

Pat Gordon, “The Greek Warrior.” 6’5", 282 pounds. Back Drop and Power 
Slam. 

EI Tigre, “The Striker.” 6’0", 242 pounds. Back Drop, Northern Right Suplex. 

Rex Beat, “The British Star.” 6’2", 286 pounds. Power Bomb and Death Drop. 

Jackie Lee, “The Kung-fu Master.” 5°11", 264 pounds. German Suplex and 
Power Slam. 

Mark Rose, “Mr. Tattoo.” 6°4", 260 pounds. Back Drop and Northern Right 
Suplex. 

Julio Falcon, “Iguanaman.” 6’7", 319 pounds. Death Drop, Power Slam. 

Dr. Guildo, “The Technician.” 6’8", 330 pounds! Death Drop and Giant 
Swing. 


Also rumored to be out there somewhere is Blue King, “The Manic War- 
rior.” This guy was disqualified from the preliminaries, but he’s still hanging 
around... : 
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CONTROL PAD 

Arrows: Moves your wrestler Up, Down, Left, Right or on any of the diagonal 
directions. To run Left or Right, press one of those arrow keys twice in a row; 
to stop running, press the arrow key in the opposite direction the wrestler is 
moving. 

To Climb the Ropes, go to the left or right corner of the ring and press the Up 
arrow. 

To Pick Up Your Opponent, get close to him and press the A button alone, 
or at the same time as you hold the Up or Down arrow. 

To Follow Your Opponent Outside of the Ring press the arrow key in the 
direction of the ropes. Don’t stay out too long or you will lose or be 
disqualified. To Climb Back into the Ring, press the arrow key in the 
direction of the ropes. 

To Throw Your Opponent into the Ropes from a clinch, press the Right or 
Left arrow. 

To Pin an Opponent, move near the other wrestler and press the B button. 

To try to Break a Pin, press the “A” or “B” Buttons repeatedly. The more 
physical strength your wrestler has, the more likely he is to break a pin. 


SPECIAL MOVES 
Each of the wrestlers share common moves, plus they also have special 
techniques. Some of the common moves will be available only when the 
wrestler has a full amount of energy. 


NUMBER OF LIVES 
A wrestler will be disqualified if caught on top of the ropes by a five-count, or 
outside of the ring for more than 20 counts. 


TWO-PLAYER MODE 
The action in a two-player game is nearly identical to playing against the 
computer. Note the Biometer under the Time Display; red is the power for Player 
One and blue is the power for Player Two. The best time to attack is when the 
color of the Biometer favors your wrestler. 


TIMING 
Each match can take up to 7 minutes; a match is declared a draw if it is not 
completed within this amount of time, or if both wrestlers are outside of the ring 
beyond the 20-count timer. 

The Time Display at the bottom center of the screen shows how much time 
is remaining in the match. If the wrestler is thrown out of the ring, a count-out 
timer of 20 seconds will be displayed; any time you use an illegal move, the 
clock will indicate a penalty count of 5 seconds. 


Tecmo World Wrestling is a Trademark of Tecmo Ltd. © 1990 Tecmo Ltd. 
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DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 21 


Hey dude! That’s a bodacious tube you’ve got there. Wait till you try out this wet 
and wild adventure. You can slip and slide your way down your basic river, or for 
a change of pace why not try a prehistoric swamp or perhaps a Martian canal! 

There are gates to pass through, rapids to navigate, enemies firing weapons—all 
kinds of interesting stuff. Throw your cans at attackers on the left or right. 

We’ve come to think of this game as sort of a “Skate or Die” on water. The 
graphics are fairly simple but include one nice touch we liked: the toober’s hands 
steer the boat based on your use of the control pad. 

One or two players. In the two-player game, Bif and Jet take turns. Or, you can 
try an unusual combination: plug one controller into Port 1 and the other into Port 
2 and select a one-player game. Now, one player can control Bif’s movements on 
the river while the other controls the tossing of cans left and right. 


MANUFACTURER: Tengen. (408) 433-3999 
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CHARACTERS 
You get to be your favorite toobin’ dude: Bif or Jet. (In a one-player game, 
Controller 1 or 2 are automatically Bif; in a two-player game, Controller 1 is 
Bif and Controller 2 is Jet.) 


CONTROL PAD 
Arrows: Moves your toobin’ dude up, down, left or right on the screen. 
“A” BUTTON: Throws a can to the right. 
“B” BUTTON: Throws a can to the left. 
Select: Switches between a score or inventory screen. 


NUMBER OF WORLDS: There are 49 awesome rivers in the cartridge. 


SCORING POINTS 
Go between the Gates to increase your score multiplier. If you miss a gate, your 
multiplier gets reset to 1. 


SECRET WEAPONS: Look for the following items in the water: 


Treasure Chest. Grab one for 200, 500 or 1,000 points. 

Floating Can. More ammunition; you can have as many as 9 at one time. 

Sixpack. More cans. 

Beach Ball. Pumps you up; that means more power to you. 

Patch. A repair kit for your toob, 

Letters. Grab em. You'll be rewarded with an additional toob and three extra 
patches for snagging three letters. There’s an even bigger bonus for catching 
all seven letters. 


Toobin’ is a trademark of Atari Games. © 1989, Tengen, Inc. 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 20 


If you’ve always wanted to skateboard, but had the good sense to stay with safer 
events like skydiving without a parachute, then you should check out “720°,” a 
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translation of the video arcade game to the Nintendo system. (This game was 
developed before the somewhat similar “Skate or Die” skateboarding game pak 
and the skateboarding section of “California Games.”) 

You start the game with a tour of the Main Park, which has its own course and 
obstacles, including wild drivers, marauding thugs and frisbee players. You’re 
headed for the competition, where there are four events to be won: the Downhill, 
Slalom, Jump and Ramp. You must complete each event in a specified period of 
time. There are several class levels of play; you must complete the four events to 
graduate. 

You'll score points by completing events, with extra markers for completing 
super spins and jumps. The highest award, of course, goes for completing a 720, 
which is two complete revolutions while in mid-air. (You can work your way up 
by starting with 180s, 360s and 540s.) 

You begin the game with $100 and access to four shops in the Main Park where 
you will buy your skateboard, helmet, shoes and pads. You’ll want to upgrade your 
equipment as soon as you can; look for more dollars as you cruise the park and in 
cash awards for winning events. 

The Downhill park, filled with hairpin turns, is built on stilts out over the water. 
You’re going to have to jump from one section of the course to the other; when 
you're a real hot dog, include a spin while you’re in midair to pick up the points. 

The Slalom competition is a zoom between a series of gates like an Olympic 
skiing race. You’ll pick up needed seconds on the clock for each gate you 
successfully navigate. 

The Jump requires you to get your timing just right as you come to the lip of a 
ramp. There are bonus markers if you can aim your landings just right, and extra 
points for spins and super jumps. 

Finally, there is the Ramp competition, a concrete surfing park. Here you zoom 
down and up the sides of a drainage pipe, doing jumps, spins, handstands, slides, 
skating handstands and other hot dog skateboarding tricks. One player only. 


MANUFACTURER: Mindscape 
CHARACTERS: You: A boy and his board. 


CONTROL PAD 
Arrows: Use the Up, Down, Left or Right arrows to control your skateboarder 
in those directions. You can also skate on the diagonal by pressing the 
Up/Right combination, for example. 
“A” BUTTON: Jump. 
“B” BUTTON: Press to spin during a jump. 
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NUMBER OF WORLDS 
There are four classes of competition, each with four events. 


NUMBER OF LIVES: You’ll have three lives to start. 


THE SHOPS 
You can buy four types of important equipment in shops you’ ll find near Main 
Park: Skateboards, helmets, shoes and pads. There are four levels of upgrade 
for each item, but you can only go up one step in each class. 


THE EVENTS 
There are four events in each class of the game, and you’ll have to complete 
each of them to progress. And, you’ll need a ticket to get into each event, but 
you'll start out the game with just three. The fourth ticket will be awarded once 
you score enough points; keep an eye on the display at the bottom of the screen 
to see how many more you need to earn a ticket. 
Each of the events is timed, and you will lose points if you fall down. 


Downhill. We bet you can guess the general direction of this event. Just to make 
it interesting, this course is built on a pier out over the water. Keep an eye on 
the arrows at the bottom of each section of the ramp to know which direction 
to jump. For extra points, try to spin a few times while you are in the air, but 
be sure to line up your skateboard in the direction of the next ramp as you 
land. 

Slalom. Weave your way down the course, passing between the flags. When 
you pass through a gate successfully, the flags will change color and you will 
win some extra time on the clock. Going through a gate in the wrong 
direction, or missing one completely, will cost you time. 

Jump. This is the skateboarding equivalent of a ski jump. You’ll have to get 
the timing down just right, and launch yourself into space by pressing the A 
button at the bottom of the ramp. There are extra points to be won by doing 
spins in midair, by performing extra jumps and by landing on bonus markers. 

Ramp. Here’s your chance to show off your style on a concrete U-shaped ramp. 
Scoot down one side and up the other and do your tricks at the top, bottom 
and sides. Score points here for jumps, spins, handstands, slides and a skating 
handstand. 


To perform a spin, press the B button while you are in mid-jump. Make sure 
you end up your spin facing toward the center of the ramp when you land. 

To do a handstand, skate up the side of the ramp. As you get near the top of 
the ramp, hold down the A button and press the arrow keys in the direction you 
are moving to do a handstand on the top of the ramp. To get down from the 
handstand, keep your finger on the A button and press the opposite arrow key. 
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You’ll earn more points the longer you stay in the handstand, but if you try to 
keep it going too long you may end up falling down. 

To slide, skate up one side of the ramp and hold down the A button as you 
near the top and press the arrow key toward the center of the ramp. Keeping a 
finger on the A button, press the Up or Down arrow key to slide back and forth 
on the edge. To end your slide, keep the finger on the A button and press the 
arrow key away from the center of the ramp. The more distance you cover in 
the slide the more points. you’ll earn; be careful to end your slide before you 
fall. 

A particularly difficult stunt is the Skating Handstand. Head down the ramp, 
holding the A button and the arrow key in the direction you are heading. To 
get down from the handstand, keep the pressure on the A button and press the 
arrow key in the opposite direction. You’ll have to stop the handstand before 
you start heading up the other side of the ramp, or you will crash. 


DANGER! 
If you take too long to pick out an event, the Killer Bees will come after you. 


POWER PLAYER HINTS ` 
You’re going to want to protect your head with a helmet and your knees and 
elbows with pads, of course, but the shoes and skateboard are probably the most 
important items to keep current. Run over the map symbol for a peek at the 
location of the various events. 


720° is a trademark of Atari Games Corp. licensed to Mindscape, Inc. Mindscape is a trademark of 
Mindscape, Inc. © 1989, 1986 Tengen. 
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Disney’s Adventures in the 
Magic Kingdoms. 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 8 SOUND: (1-5) 3 
RESPONSE: (1-10) 6 — FUN:.(1-10) 8 

ULTIMATE RATING: (0-35) 25 


MICKEY 
“HEY, GOOFY? IT’S TIME 
FOR THE BIG PARADE? 
WHERE’S THE GOLDEN KEY TO 
THE GATE?” 


You see there’s this mouse in a cute little suit with a squeaky little voice. Lives in 
California and Florida mostly, and has a girlfriend . . . What? You’ve heard of 
Mickey Mouse? How-about Disneyland? That, too? : 
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Well in that case, here’s the story: The six keys to the Enchanted Castle are 
missing, hidden throughout the Magic Kingdom. Mickey will search throughout 
the wildest rides in the kingdom to find them. 

There are six different games in the Adventures in the Magic Kingdom game. 
Five take place in parts of the park itself, and the sixth is a set of trivia questions 
about Disney topics. 

Collect all six keys and then go to the castle to begin the parade! One player 
only. 


MANUFACTURER: Capcom. (408) 727-1665 
CHARACTERS: Gawrsh, it’s Goofy, Donald and Mickey. 


CONTROL PAD: The controls differ for each of the games in the cartridge. 
Select: Press the button to display an option screen that will tell you about iterns 
you can use, how many players are available, the amount of time remaining 
for the current challenge and how many stars (and keys) you have collected. 


NUMBER OF WORLDS 


There are six challenges in this game, each with its own set of rules. 


Disney Trivia Section. As you walk about the Magic Kingdom, you will meet 
people who will ask you questions about Disney characters or happenings. 
If you answer the question correctly, they will direct you toward the next 
person. When you answer the final question correctly, you will be rewarded 
with a silver key. 

Pirates of the Caribbean. Six innocent villagers have been kidnapped, and it 
is up to you torescue them. Avoid the pirates until you find the special candle; 
with itin hand, you can light the fuses on the cannons or toss it at the enemies. 
Your final use will be to light a signal fire after all six victims have been 
rescued. Keep moving briskly, because all of the attractions have time limits. 
The control pad operates as follows: 

Arrows: Moves your character. Press the Down arrow to duck. 

“A” BUTTON: Makes your character jump; the longer the button is held 
down, the higher the jump. 

“B” BUTTON: Makes your character throw the candle or light the fuses. 

The Haunted House. It’s dark in here, and you have only few candles to burn. 
You can pick up more as you go through; be sure to save enough for the final 
battle against the Master Spectre. The control pad works like this: 

Arrows: Moves your character. Press the Down arrow to duck. You can 
throw candles while running and jumping, too. 

“A” BUTTON: Makes your character jump; the longer the button is held 
down, the higher the jump. 
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“B” BUTTON: Makes your character throw the candle. 

Big Thunder Mountain. Time to go fora little ride in the country. You’ve got 
to steer an out-of-control coal train down the tracks, avoiding dead ends, 
wrong-way crossing guards and rolling boulders. 

“B” BUTTON: Slows the train. 

Autopia. It’s a simple car race against Peg Leg Pete. Just be sure to avoid hitting 
any of the marker cones and don’t go off the track. Watch out for gaps in the 
roadway; some are too wide to jump across. 

“A” BUTTON: Press with the Up arrow to shift gears up. 
“B” BUTTON: Press to brake. 

Space Mountain. In this game, the famous roller coaster space cars leave the 
track and head for real outer space. You’ll see a command console on the 
screen, and one of six indicators will flash to tell you which direction to aim 
your ship. 

When an arrow points Up, Down, Left or Right, press the arrow pad in 
those directions. When a meteor appears on the screen, you will see a button 
on the left or right side of the mini-screen. Press the A button if the button 
is on the right side; press the B button if the button is on the left side. 


SPECIAL ITEMS 

As you proceed through every challenge except for Space Mountain, you can 
pick up stars. In Haunted Mansion and Pirates of the Caribbean, you will receive 
1 star for each one you pick up; in Autopia and Big Thunder Mountain, you will 
be rewarded at the rate of 5 stars for each one on-screen star you collect. 

The stars can be traded, on the Option Screen, for special items. You'll see 
the price, in stars, for each item. Move the cursor to the item you want, and then 
press the “A” button to take them. The available items are 


Life Up. Worth an extra heart on the life scale. 

Invincibility. Gives you a temporary period when you cannot be harmed by an 
enemy. 

Freeze. Makes all enemies stop moving for a short period of time. Be careful 
not to touch a frozen enemy, though. 


Disney's Adventures in The Magic Kingdom is © 1990 The Walt Disney Company. Game pak © 1990 
Capcom Co., Ltd. 
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Disney’s Chip ’N Dale 
Rescue Rangers 


DIFFICULTY: Novice 
GRAPHICS: (1-10) 8 SOUND: (1-5) 4 


RESPONSE: (1-10) 8 FUN: (1-10) 9 
ULTIMATE RATING: (0-35) 29 


The Fat Cat has catnapped their neighbor Mandy’s kitten. Somehow Fat Cat plans 
to use this as part of a sinister plan to take over the city. Sure enough, strange things 
begin to happen, including the appearance of mechanical bulldogs and robot rats. 
Chip and Dale can save the day! 

Yes, here’s your chance to be your favorite chipmunk detective on a thrilling 
search through the city, accompanied by Gadget, Monty and Zipper. 

This is a very pretty, very cute game that will attract the younger player. It is 
cut from the same mold—and offered by the same company—as Mickey 
Mousecapade. One or two players. 


MANUFACTURER: Capcom. (408) 727-1665 


CHARACTERS 
Chip and Dale, of course. But they are not alone. Friends include: 


Gadget. She’sa sweet young thing whois a critical member of your team. She’ ll 
scout ahead and leave some of her inventions and a few clues to help the 
Rescue Rangers. 

Monterey Jack. A real tough cat, he’s especially good at finding hidden doors 
and pathways. 

Zipper. When Zipper is flying ahead of our boys, no harm can come to them. 


CONTROL PAD 

Arrows: The Left or Right arrows move the Rescue Rangers in those directions 

when walking, and when falling or jumping. 
Press the Down arrow to make your chipmunk duck down. If you press 

Down while holding a box, you can hide inside the box. When some—but 
not all—enemies touch the box while you are inside, you will lose the box 
but defeat that enemy. 

“A” BUTTON: Press to Jump. 
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If you press Down and the “A” button together, you will jump down. 

You can also press the “A” button to move through the conversation 
between Chip, Dale, Gadget, Monterey Jack and Zipper at the beginning of 
the game; to jump right into the action, press the Start button. 

“B” BUTTON: Press to throw an object when you are holding one; they will 
go left or right depending on the direction you are facing. To throw something 
upwards, press the Up arrow and the “B” button together. 

Select: Press to display the status screen, where you can see which player or 
players have been selected, the number of Flowers and Stars that have been 
collected and how many characters are left for each player. 


NUMBER OF LIVES 
Each player begins the game with three hearts for each character. When Chip 
or Dale is damaged, he will lose a heart. See Power Player Hints. 


ENEMIES 
There are more bad guys in this game than youcan shakea stick at. They include: 


Buzzer and Buzzbomb. A pair of bad bees. 

Ditz. Keep an eye on these goofy guys; they do a pretty good imitation of Chip 
and Dale. 

Fat Cat. The big boss. 

Hawk Bomber. He carries a bomb in his claws. 

Mechanical Bulldogs and Robotic Rats. 

Popper Mouse. He’s got a strange—and dangerous—sense of humor. 

Racquet Roo. Yet another tennis star from down under, this guy’s serves could 
become a bit annoying. 

Rhino Runner. He wants to play football—with you as the ball. 

Wart. A nasty lizard who will toss his hat. 


SPECIAL ITEMS 
As you move through the game be on the lookout for special items, including 
three ways to earn extra lives: 


Flowers. Grab every one that you can; every time you collect 50 flowers you 
will earn another life. 

Stars. A high-powered route to life. You’ ll earn one extra life for each 10 stars 
collected. 

1-Up Star. Go for one of these for an instant extra life. 


Other special items will help you play the game: 


Acorns. Worth an extra heart on the life meter. 
Crates. You can hide in a box to avoid an enemy or throw one to defeat them. 
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Steel Boxes. Stack them on top of each other so that you can jump even higher 
than usual. 
Black Balls. They look like bombs to us; get rid of them, and quickly. 


POWER PLAYER HINTS 
When one of the Rangers loses a heart, he will become invulnerable for a short 
while. There may be some situations where the only way to get past a particular 
challenge will be to sacrifice a heart and run through the situation you could not 
otherwise avoid. 


Disney's Chip’N Dale Rescue Rangers is © The Walt Disney Company. The Disney name and characters 
are © The Walt Disney Company. Game pak © 1990 Capcom Co., Ltd. 


Double Dare 


DIFFICULTY: Novice 
GRAPHICS: (1-10) 5 SOUND:(1-5) 2 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 17 


THIS QUESTION IS WORTH $20. 


From the TV screen to the Nintendo cartridge and back to the TV screen: It’s 
Double Dare! 
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Here’s your chance to fill your living room with kangaroo jugglers, exploding 
water balloons and bouncing chocolate pies (which you try to catch in your pants) 
without getting into trouble with your mother. Double Dare is an adaptation of the 
hit television show from Nickelodeon that combines tests of your reflexes, intellect 
and funny bone. 

The game can be played against a friend or the computer, and there are three 
different skill levels. There are more than 1,000 questions in the cartridge. You 
have got to be able to read—or have someone with you who can—to play the game. 
One or two players. 


MANUFACTURER: GameTek. (305) 935-3995 


CONTROL PAD 
Arrows: Used for many functions in the game, including spelling out names, 
selecting answers or dares and to control speed and angle movements of the 
Toss-Up Challenges, Physical Challenges and Obstacle Course. 
“A” and “B” BUTTONS: Used to confirm answers. 
Used as a “fire” button in Toss-Up and Physical Challenges. 


NUMBER OF LEVELS 
There are three levels of difficulty, called (Surprise!) 1, 2 and 3. The lower the 
number the longer the amount of time allowed for making a guess. Player #1 
locks in the selected level for both contestants. 
Each player or team can also enter a team name and can select an onscreen 
character to represent them. 


THE TOSS-UP CHALLENGE 
The opening contest of Double Dare is the Toss-Up Challenge, which deter- 
mines which player will have control of the questions at the start of game play. 
The computer will select at random from its various available challenges. 

The screen will display specific instructions for each of the games the 
computer will put forth. Each team uses the arrow keys to determine the speed 
and angle of the toss. The Left arrow determines speed; the Right arrow angle. 

Press and hold the Left arrow. When the line is at the speed you want, release 
the Left arrow and press the Right arrow. When you reach the location you want 
on the angle bar, press the “A” or “B” Button to throw. 

The player who meets the requirements of the challenge wins the Toss-Up 
prize of $10 and has control of the questions. 

Toss-Up Challenges include: 


Bowling (With Cantaloupes.) That’s anew sport for us. The first team to knock 
over all three pins wins. 
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Golf (With Eggs.) Sounds a bit messy, but you wouldn’t suppose that maybe 
that’s the point? First team to land two eggs in the cup wins. 

Gorilla (With Bananas.) It’s a simple game of catch with a guy with hairy 
hands. First successful toss wins. 


PLAYING DOUBLE DARE 
The winner of the Toss-Up gets the opportunity to answer the first multiple- 
choice question. To answer the question, use the Up or Down cursor key to 
select answer A, B or C, and then press the “A” or “B” Buttons to lock in your 
choice before the timer runs out. 

If the time runs out, the computer will tell the correct answer and neither team 
will get the money. The next question will be posed to the same team. See Power 
Player Hints. 

If the player gives the correct answer, his team will be awarded $10 and get 
to answer the next question. 

If the player gives the wrong answer, the computer will tell the correct answer 
and the other team will get the chance to answer the next question. 

If the player cannot—or chooses not to—answer the question, he or she can 
Dare the other team to answer it. Move the cursor to the “Dare” choice and then 
press the “A” or “B” Buttons. The value of the question doubles to $20, and 
the other team has the same options. 

If the second team cannot—or chooses not to—answer the question, it can 
Double Dare the first team and send the question back, this time with a value 
of $40. 

And then, finally, if the first team doesn’t want to answer the question, they 
can choose to try the Physical Challenge. Move the cursor to that option and 
press the “A” or “B” Buttons. If the team is successful in the physical 
challenge, they win the $40; if not, the other team is awarded the $40 and gets 
to answer the next question. 


SO, WHAT IS A PHYSICAL CHALLENGE? 
There are eight more than little games built into the game pak. Each one has its 
own rules—they will appear on the screen before you are called upon to 
perform. Here are some of them: 


Cake Catch. Grab hold of one of the cakes while bouncing on a trampoline. 

Kangaroo Catch. In 20 seconds, toss three baby kangaroos in the air and catch 
them in your pouch. Ouch. 

Pie in Your Pants. This is your basic “catch three tossed pies in your pants” 
game. 

Putty Golf. Putt an egg onto the green and then blow it into the hole using a 
bellows. 

Ring Toss. Catch three rings in 15 seconds. On your head. 
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Spaghetti Shoot. You have 15 seconds to bomb that meatball with some pasta. 

Trampoline Bounce. Launch your partner onto the trampoline and up to grab 
the flag. 

Water Basketball. Sink two water balloons through the hoop and onto your 
partner’s head in 20 seconds or less. 


ROUND TWO 
After 10 questions have been asked, you’ve reached halftime in the game. 
Round 2 begins with a new Toss-Up Challenge, played in the same manner. The 
only difference in the second round is that the value of the questions, dares, 
double dares and physical challenges are doubled. 


DOUBLE DARE OBSTACLE COURSE 
And then we come to the final event: The Obstacle Course. 

The team with the highest total dollar winnings from Rounds 1 and 2 gets to 
play. (If you are playing against the computer and it has the highest total, the 
game is over before the Obstacle Course.) 

The obstacles are selected at random by the computer. use your arrow keys 
to move your player along. You’ve got to grab the flag on top or an obstacle or 
just beyond it and pass it off to your partner before you can continue to the next 
obstacle. 

You will be awarded dollar prizes for each flag successfully captured. 


POWER PLAYER HINTS 
If you know the answer to a question, it usually pays to just go ahead and win 
the $10 or $20. But if you know the answer and are pretty sure the other team 
does not, you might want to take a risk and Dare or Double Dare to get into 
higher awards. 


Double Dare is a trademark owned and licensed for use by MTV Networks, a division of Viacom 
International, Inc. © 1988 MTV Networks. Game pak © 1990 C P 1990 GameTek. GameTek is a 
trademark of IJE, Inc. 
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Fisher-Price | Can Remember 


DIFFICULTY: Novice 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 7 

ULTIMATE RATING: (0-35) 20 


This is a simply wonderful translation of the basic game of Concentration, aimed 
at the young player from ages 3 to 8. The child can play against the computer, or 
against a second player. 

And, parents, don’t think of this game as beneath your abilities: 5-year-old Tessa 
can regularly whip her parents in this game. 

The game presents a screen made up of 12, 16 or 20 boxes (depending on the 
level chosen or earned) and players take turns uncovering two boxes in search of 
a match. Each time a match is found, those boxes are cleared and pieces of a picture 
are revealed. In fact, the only quibble we might offer here is the commercial 
association of Fisher-Price to this game: The underlying pictures behind the game 
screen are all F-P brand toys. 

But in any case, this is an educational, entertaining and expanding game for a 
young mind. One or two players. 


Kiddy Capers 221 


MANUFACTURER: Gametek. (305) 935-3995 
CHARACTERS: You (or your child) are the star. 


CONTROL PAD 
Arrows: Moves the cursor to option choices or to select boxes from a puzzle. 
“A” or “B” BUTTONS: Locks in a choice. 


NUMBER OF LEVELS 
There are three levels of play in the game; you can choose to start at any one of 
them, or start at Level 1 and work your way up. The levels differ in the number 
of boxes on the board, as follows: 


Level 1. 6 matches (12 boxes) 
Level 2. 8 matches (16 boxes) 
Level 3. 10 matches (20 boxes) 


SCORING POINTS 
More points are awarded in early parts of each game for matches made; the first 
match is worth 500 points, while the 10th match (available only in Level 3) is 
worth only 100 points. A special bonus of 300 points is awarded to the player 
making the final match. 
The player with the highest score at the end of Round 1 goes first in Round 
2; the player with the highest score for Round 2 will lead off in Round 3. 


Fisher-Price, I Can Remember and Little People Characters and Designs are trademarks of Fisher- 
Price. Fisher-Price I Can Remember is a © 1990 GameTew/IJE, Inc. © 1990 Fisher-Price. 


Fisher-Price Perfect Fit 


DIFFICULTY: Novice 
GRAPHICS: (1-10) 4 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 18 


Gee, it’s nice to find a Nintendo game that’s good for a young kid. In Fisher-Price 
Perfect Fit, we have a game aimed at the younger player that works on picture and 
shape recognition, working within a time limit and hand-eye coordination. 
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2:08 PUZZLE #1 


(In fact, if you are looking for a redeeming quality for Nintendo games, it is that 
they are good for establishing and refining “hand-eye” coordination. That is, they 
help the player translate what the eye sees into an appropriate physical motion.) 

This, like the companion “I Can Remember” game also reviewed in this book, 
is a very simple game, aimed at players between the ages of 3 and 8. All it asks 
you to do are to match and fit each puzzle piece into its silhouette. 

Does this sound like training for Tetris? You bet. 

The graphics are acceptable, but not wonderful. One or two players. 


MANUFACTURER: GameTek. (305) 935-3995 
CONTROL PAD 


Arrows: Press the arrow keys to move the puzzle pieces Up, Down, Left or 
Right into its flip box or into its silhouette in the match-and-fit area. You can 
tap the button several times to move a piece through its positions, or you can 
hold the button down. 

“A” BUTTON: Press to lock in a selection. 

“B” BUTTON: Press to take turns during a game. 


NUMBER OF LEVELS 
There are three levels of difficulty. You can choose any one of them as a starting 
point, or begin with Level 1 and work your way up. Here are the levels: 


Level 1. This is a simple match-and-fit puzzle with no flips. There is no time 
limit to solve the three puzzles. Puzzle pieces slowly drop down the chute at 
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the left side of the screen, one at a time. Use the arrow keys to move the 
puzzle piece toward its silhouette in the match-and-fit area. When the puzzle 
piece matches the silhouette, press the A button to lock it in. 

Level 2. A simple match-and-fit puzzle with flips. There is a time limit of 6 
minutes to solve all three puzzles. In the two-player version, the timer starts 
at 6:00 on each player’s first turn and continues where it was stopped on each 
successive turn, until it reaches 0:00 or the player solves the three puzzles. 
The player with the most time remaining wins the game. 

Puzzle pieces drop down the chute one at a time, with the timer going. If 
a puzzle piece is reversed or upside down, the shape has to be moved before 
it is brought into the match-and-fit area; to flip a piece, use the Up/Down or 
Left/Right arrows. Press the A button to lock in the selection and then move 
the piece into the match-and-fit area. 

Level 3. A large match-and-fit puzzle with flips and a 3-minute time limit. Rules 
are the same as for Level 2. 


SCORING POINTS 
Level 1: No scoring. 
Level 2: The remaining time in seconds is multiplied by 10 to determine your 
points. If you have more than a minute left, each minute will be converted to 
60 seconds for points. 
Level 3: The remaining time in seconds is multiplied by 20 to determine you 
points. 


Fisher-Price Perfect Fit is © 1990 GameTek/IJE, Inc. and © 1990 Fisher-Price. Fisher-Price, the Little 
People Characters and Designs are trademarks of Fisher-Price, Division of The Quaker Oats Company. 
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Castle of Dragon 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 19 


What you’ ve got here is your basic evil Dragon Master and dead knights in empty 
suits of armor game. There’s not much art to this game, and the story line is 
probably only of interest to dyed-in-the-wool dragonkiller fans. But there’s a lot 

of sword and axe-flashing action in this game, if you’re into that sort of thing. 
Here’s the scoop: Darklarza, also known as the Dragon Master, has been laying 
siege to Offeria for 20 years. He has driven King Boros into the hills of Menlary. 
225 
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Gerarden, the Duke of Menlary, has managed to beat off the attack of the Legions 
of the Undead and King Boros has offered his lovely daughter Amoreena to 
Gerarden, but the Duke has sworn not to go to the wedding altar while Offeria is 
still under the control of Darlarza. 

So, this whole thing started as Gerarden’s attempt to impress his future father- 
in-law! But then, just to make things even messier, Darklarza’s forces assault the 
Castle Menlary and while Gerarden is fighting against the Death Stalker, he finds 
out that it all has been a diversion to keep him away from the lovely Amoreena. 
She has been kidnapped by Dragon Cub, the wicked child of Darklarza. 

This is not going to be easy. It seems that the Dragon Master’s dark magic is in 
part derived from a crystal ball that once belonged to Gerarden’s mother, the great 
sorceress of Offeria. Is this beginning to sound like “Days of Our Lives”? 

Go forth and kill the dragons, and the undead and all of those other things. There 
are more than 40 different ghoulish monsters in the Legion of the Undead. 

We looked at preproduction materials on this game. One player only. 


MANUFACTURER: Seta U.S.A. (702) 795-7996 


CONTROL PAD 
Arrows: The Left and Right arrows move Geraden in those directions. 
The Down arrow drops Geraden to one knee and raises his shield. The Up 
arrow is not used. 
“A” BUTTON: Attack. 
“B” BUTTON: Jump. 


SECRET WEAPONS 
Duke’s basic weapon is The Sword. He can pick up various other special 
weapons in the game, including: 


Throwing Knife. A quick weapon which works against some of the weaker 
enemies. 

Sonic Sword. A special device that will send out a deadly sound wave for a 
short period of time. 

Mace. A powerful weapon, it takes a great deal of energy to get it moving. 

Lightning Sword. Packs an electrical wallop. 

Golden Armor. Deflects the spells of the Dragon Masters, reducing the chances 
for physical damage. 

Crystal Ball. A mysterious—but essential—tool for victory. 

Dragon Scale Shield. The only device in this game that is capable of stopping 
the flames of Darklarza. 

Dragon Slayer. A super sword. 

Fairies. Bearing the escaped souls of some of Darklarza’s victims, they may be 
Geraden’s only friends. 
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SUPER SECRET! 
Use a joystick with a turbo feature, and set it to the maximum for the B button 
to get the most punch from your weapons. 
You can fire your weapons while you are in mid-air, which is good, but you 
must also take care not to damage any of the fairies. 


POWER PLAYER HINTS 
Use the throwing knife against Quetzcoatl and the Guardian Dragon. 

Don’t push characters off the screen; they can still attack you from the 
borders, you won’t be able to get at them. 

The two bars at the upper left corner of the screen measure health and 
experience. The level of the blue health meter will increase each time Gerarden 
destroys a creature; when this meter is filled up all the way the capacity of both 
meters will increase. When Gerarden is killed and the game is continued, the 
meters will come back with the same capacity; if the game is reset or the power 
turned off, the meters will begin at the lowest capacity level. 


Castle of Dragon is a trademark of Seta U.S.A. © 1990 Seta U.S.A. 
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Castlequest 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 4 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 17 


This is a game of helpful fairies and kidnapped princesses and evil wizards. And 
dungeons and dungeons and dungeons . . . 100 of them, in fact. 

The beautiful Princess Margarita has been snatched by the unbeautiful Mad 
Mizer, the Dark Lord of the grim Groken Castle, who wants to make her his Queen. 

Many courageous young men have attempted to save the Princess, but have 
become hopelessly lost in the mazes of Groken Castle or trapped or even killed by 
Mad Mizer’s henchmen. But now it is up to you, Prince Rafael, to rescue the 
Princess (and perhaps win her for your very own). 

According to legend, two magical fairies are held captive within the Castle as 
well, and if you can free them, they may be able to help you free the Princess! 

You must search each of the 100 rooms. Each room has several doors, marked 
in different colors; you must obtain and use the matching key to open the door. 
Don’t waste the keys—there are no extras. 
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& “HE ¢ 


This is a very complex and detailed game, and one that should engage a serious 
adventure-game player for a long time. If you have any doubts about that, consider 
that you start the quest with no less than 50 lives to lose. One problem with the 
game, though, is that there is no provision for password or computer memory 
continues in this game; when you turn it off, you must start over at the very 
beginning again. 

One player only. However, you should plug controllers into ports 1 and 2 to 
allow access to all commands. 


MANUFACTURER: Nexoft. (213) 540-4778 


CHARACTERS 
You are Prince Rafael, out on a quest through all 100 rooms of Groken Castle 
in search of the kidnapped Princess Margarita. 


CONTROL PAD 

Arrows: Moves Rafael Left or Right. (The Up or Down arrows are not used.) 

“A” BUTTON: Jumps. 

“B” BUTTON: Uses Sword. 

Select: After you have picked up a map, pressing this button will show you the 
room where you are located. 

Special Sub-Commands: 

Press the “A” or “B” Buttons on Controller 2 to see the Sub-Command 

display. Options here are 
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Reset. If you find yourself unable to go forward or backward, you’ ll have to 
use this command and give up a life. Place the heart symbol on Reset and 
press the “A” or “B” Button again to restart at the beginning of the room 
you are in now. 

Back. If you open the wrong door, this command will start you over from the 
previous room. Place the heart symbol on Back and press the “A” or “B” 
Button. 

Game. If you want to start the game over from the very start, place the heart 
symbol on Game and press the “A” or “B” Button. 


NUMBER OF LIVES 
You start out with 50, which is probably not enough. You’ll earn an extra life 
for each 10,000 points you accumulate. Also be on the lookout for Water of 
Life bottles, which also bestow an extra life on Prince Rafael. 


SPECIAL ITEMS 

Keys. And what are keys for? These are available in red, dark blue, light blue, 
pink, green and yellow and will only open the matching door. 

Water of Life. Adds an extra life, and 1,000 points. 

Oxygen Bottle. Allows Rafael to go underwater when the music changes. Also 
gives 1,000 points. 

Map. You'll need this to find out where you’re going (and at least as impor- 
tantly, where you’ve been.) Worth 1,000 points. 

Cross. Worth 200 points. 

Gold. Worth 800 points. 

Ring. Worth 400 points. 

Tools. You'll find the following valuable tools scattered about: Barrels, Bricks, 
Candles, Jars and Lockers. 


Use the bricks and jars to smash some of your enemies (the only way to 
dispose of a bishop, by the way). You can also move the bricks around to create 
openings or traps. 

Look for the Power Beam as you travel. Touch its golden rays and you will 
become invincible for a short while. 


ENEMIES 
Here are some of the evil characters that hang around the castle at the behest of 


the Mad Mizer: 


Attack Cat. Fearsome feline fighters. 

Bishop. 

Fire Spirit. A real flamer. 

Knight. They carry bows and arrows. 

Phantom Flower. Stay away, especially when its mouth is open! 
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Wizard. Uses his black magic to create the enemies of the castle. 


Your weapons are useful against many of the enemies, but also use your 
ability to jump or run. 


DANGER 
There are, as you might imagine, quite a few nasty surprises spread about the 
100 rooms of Groken Castle. Here are a few of them: 


Conveyer Belt. You cannot walk on one, only jump. 

Elevator. Go for a ride, but be careful not to be squashed. There are also Lifts 
that operate similarly. Press the Up or Down arrow on the Lift to move in 
those directions. 

Flying Block. Jump onto one carefully for a ride; don’t let it hit you. 

Needles. What’s the point? Stay away. 

Wonder Floor. Like a particle-beam field. While it is moving, you can walk 
across it. But don’t try when it is stopped, and don’t touch it when it starts to 
move. 


POWER PLAYER HINTS 
If you make a mistake in moving jars and bricks, just leave the room and then 
come back in again. All of the items will be back in their original positions. 

If you cannot jump over an enemy, try walking right behind him when he is 
going in the direction you want to go. 

The whole key to this game is to use the keys properly. If you find yourself 
stuck without any keys, you may have left a key behind or opened the wrong 
door. Keep notes. 

This game comes with a very complete, colorful map of the entire castle. The 
map includes the location of the fairies and the princess and other items. Refer 
to it as you go along, but even more important, make your own notes on where 
you’ve gone, which keys you’ve used and any other special information you 
have gathered. 


Castlequestis a trademark of Nexoft Corporation. © 1985, 1986 Isao Yoshida/Keisuke Iwakura. ©1986 
ASCII Corporation. Game pak © 1989 Nexoft Corporation. 
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= 
Crystalis 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 20 


After the Great War destroyed civilization as we know it, the world was rebuilt 
using not high-technology but instead low sorcery and magic. All went well for a 
while, until a powerful magician by the interesting name of Draygon decided to 
dabble in the forbidden ways of science. Draygon creates a computer that can 
simulate magical powers, and places it in a floating fortress to control the world. 

Against this powerful computer, the good guy magicians create a series of 
powerful swords based on the four elements: wind, fire, water and thunder. And, 
if all four of the swords are used together, they merge to become the most powerful 
of all: the sword Crystalis. 

Crystalis is yet another sword and sorcery-type game, with more depth and detail 
than usual and an interesting mixture of things old and new. The opening scenes 
are set in a futuristic computer room; the first explorations are in what seems to be 
an ancient village. 

We worked with preproduction materials. One player only. 
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MANUFACTURER: SNK Corporation 


CONTROL PAD 

Arrows: Move your hero Up, Down, Left or Right. In the shops and other 
screens, use the cursor to move the on-screen cursor. 

“A” BUTTON: Press to use an item selected from the Sub-Screen. Also used 
to choose an item from the Sub-Screen. 

“B” BUTTON: Attack with the sword. Drop items. Press the button to power- 
up the sword and release the button to attack. You can move on the screen 
with the sword powered; keep your finger on the “B” button until you are 
ready to attack. 


NUMBER OF LEVELS 
There are 10 areas in the game, each with numerous different scenes; you will 
pass through 11 different towns along the way. You will progress from one level 
to another based on the number of points you accumulate in the game. Higher 
levels bestow increased abilities. 


NUMBER OF LIVES 
When the hero loses all of his Hit Points, he will die and the game will be over. 
HP can be accumulated up to a maximum level of 16. 
During the game, press the Start button to examine the Status Screen to see 
the current condition of your player. In the upper right corner you will see a 
“Condition” report. Possible readings are 


Normal. 

Poison. Physical strength will be reduced for as long as this sign is lit. 

Paralysis. You’ll be able to move, but will not be able to power-up a sword. 

Turning to Stone. You'll turn to arock, and rocks are not known for their ability 
to walk or attack. 

Curse. Once under the spell, all you can do is walk until it wears off. 


MAGIC POINTS 
Each time you use a magical spell, you will use up some of the Magic Points 
you have accumulated; when the level reaches 0 you will be unable to use magic. 
The higher the level your hero has reached, the more points he is able to gather 
and use. 


SWORDS 
There are five kinds of swords available. The effectiveness of each depends 
upon the levels and races of the enemies you face. You can also use the swords 
to destroy obstacles such as walls, which may stop your progress. Here are the 
types: 
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The Sword of Wind. Given by an elder in the village of the Valley of the Wind, 
itis the first sword available. Its special effect is the generation of a wave of 
vacuum in its initial level 1; at level 2 it will fire a piercing bullet that among 
other things can destroy rock walls, and when powered to level 3 can cause 
a tornado that will wipe out all enemies in front of your hero. 

Sword of Fire. Obtained from a pedestal where it has been worshipped by the 
dwarf people of Oak. It generates flame. In level 1, it emits a wave of flame; 
level 2 is a more powerful piercing flame, and level 3 causes an explosion in 
front that will damage enemies. In level 2, the sword can break ice walls. 

Sword of Water. It can be found somewhere in Portoa, the water capital. It will 
launch a wave of ice in level 1; a piercing ice wave in level 2, and an 
all-encompassing icy circle around the hero in level 3. In level 2, the sword 
can create an ice bridge over rivers. 

Sword of Thunder. Hidden away near the village of Shyron the Wise Man. 
The most powerful sword in the game, it launches a wave of lightning in three 
direction in front of your hero in level 1; in seven directions in front in level 
2, and flashes lightning that can destroy all enemies on the screen in level 3. 
Use the sword to destroy iron walls in level 2. 

Crystalis. Given by Mesia, this is the ultimate sword in this game, combining 
the powers of all four of the other swords. It is capable of turning on the 
explosives in the tower to destroy Dyna, the main computer. 


DEFENSE 
There are eight types of shields and armor, each with different capabilities. You 
will need to find which design is best for your particular situation. Here are the 
various models of shields and matching armor, in the order of power: 


Carapace Shield/Tanned Hide Armor. Not all that strong. 
Bronze/Leather. Getting stronger. 

Platinum/Bronze. Lasts a lifetime. 

Mirror/Platinum. Reflects some powers. 

Ceramic/Soldier Suit. Strong against hot and cold, and moderately strong. 
Sacred Shield/Ceramic Suit. Getting there, this one guards against paralysis. 
Battle Shield/Battle Armor. Almost. 

Psycho Shield/Psycho Armor. The strongest of all. 


TOOLS 
Go shopping for them in tool shops in the towns and villages. Here are some of 
the ones you’ ll find: 


Medicinal herbs. Restore some of your strength. 
Antidote. Fights poison. 

Lysis Plant. Cures paralysis. 

Fruit of Lime Tree. Recovers from petrification. 
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Fruit of Power. Restores 1/4 of total MP; can be used in fights. 

Magic Ring. Restores all MP. 

Fruit of Repun. Removes enemy curse that has turned you into a small monster. 
Warp Boots. Teleports you back to a town or village previously visited. 
Opel Statue. Gives you the ability to reenter the game once killed. 


POWER-UP ITEMS 
Various special items, including bracelets and balls can be used to upgrade the 
level of the four swords or perform special powers such as destroying walls, 
freezing bodies of water or calling down thunderbolts. Look for the following: 


Gas Mask. Valuable in the Poisonous Swamp. 

Power Ring. Doubles a sword’s power. 

Warrior Ring. Continuous shooting wave. 

Tron Necklace. Makes armor twice as strong. 

Shield Ring. Doubles a shield’s value. 

Deo’s Pendant. Restores MP, except when you are using magic in a battle. 
Rabbit Boots. Enables you to jump. 

Leather Boots. They’ll keep you safe when you walk on poisonous ground. 


STORES: 
Visit the various shopping centers to purchase special powers and tools. Loca- 
tions include: 


Inn. Go here to recover Hit Points and Magic Points, and to restore your hero 
from poison or paralysis conditions. 

Armor Shop. Available here are shields and armor; the selection will vary 
depending on your current location. 

Tools Shop. Here you may be medicines, herbs and other special items. 

Pawn Shop. You can raise some needed cash here by selling items and armor 
you no longer require. You'll receive a small portion of the price you 
originally paid, so don’t sell off items you may still need. 

Tavern. A pleasant place to sit and talk. When people talk, it may pay for you 
to sit and listen. 


Crystalis is a trademark of SNK Corp. © 1990, SNK Corporation. 
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Demon Sword 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 21 


OWER 
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You are Victar, and you are good. He is Dark Fiend, and we bet you can guess this: 
he’s BAD. At the start of your quest to make things right, you are given an old, 
beat-up sword, which according to legend was once used to defeat the Dark Fiend. 
The problem is, though, that the sword is missing parts of its blade. Along with 
fighting off all sorts of annoyances, you must find the missing pieces of the blade 
before you can use the complete sword to conquer the forces of wrong. You’ ll also 
need to locate keys that will allow you to enter Mystic Gates. 

Use your agility to climb, duck or jump and avoid being hit by the enemy. Battles 
can also be fought in mid air, which may prove useful. As you make extremely 
high jumps, be sure that you don’t land in a bottomless pit; that would cost you a 
life. 

The final battle, once all three of the pieces of the Demon Sword have been 
reunited, takes place inside the Brimstone Fortress. Here hides the Dark Lord 
himself, at the top of the skull pedestal. One player only. 
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MANUFACTURER: Taito America. (604) 984-3344 


CHARACTERS 
You are Victar, a noble fighter in an almost impossible challenge against the 
evil forces of the Dark Fiend. 


CONTROL PAD 
Arrows: Moves Victar left or right. Press the Up arrow to jump up. Press the 
Down arrow to crouch down. 
“A” BUTTON: Swings Victar’s sword. 
“B” BUTTON: Throws darts. 
Select: Executes a special magic item after it has been selected for use. 


NUMBER OF LEVELS 
There are three worlds. Each of the first two worlds has two levels. A level is 
completed when Victar defeats the creature at the end of each level. A blade 
from the Demon Sword is awarded when a player completes both levels in a 
world; there is a special, final seventh level after the completion of the third 
world. 


World One 

The Bamboo Forest. This level leads to the training grounds of the Demon 
Warrior. 

Cedar Mountain. The Old Wizard waits for Victar at the top of arocky cliff. 

World Two 
The Temple Graveyard. Victar must climb high walls and crumbling 

stairways to reach the temple of the Dark Priest. 

Fire Mountain. The Tower of the Troglodyte casts its shadow from the top. 

World Three 
Bone Mountain. The Skullkeeper hides in this awful place. 

The Castle. Once Victar gets through the maze and climbs the castle’s tallest 
tower, he must fight Harpee. 

The Final Battle. When all three blades of the Demon Sword have been 
collected, Victar must enter Brimstone Fortress to fight against the Dark 
Lord. 

Mystic Gates. Once Victar obtains the key, he can enter the Mystic Gates and 
be transported—either to the Mystic Realm or the Dungeon Realm. If he is 
so unfortunate as to end up in the Dungeon Realm, the only way to escape is 
to fight the warrior that waits there. 


NUMBER OF LIVES 
Three to start. Your life meter is decreased each time an enemy creature hits 
you or runs into you. You can restore your energy level by collecting red 
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spheres, and extend the capacity of the energy level meter by collecting black 
spheres. 


Regular Magic. Each time Victar defeats an enemy, one of the items of regular 
magic may appear. Their effect is instant. Regular magic includes: 
Black Sphere. Adds one Life square to the capacity of the life meter. 
Red Sphere. Restores one Life square. 
Arrow. Increases the dart throwing speed. 
Arrow Beam. Transforms Victar into three invincible fighters for a short 
period of time. 
Dart Wheel. Allows Victar to throw four darts for a short period of time. 
Keys. Opens the Mystic Gates. 
Phoenix. Rescues Victar if he falls into a bottomless pit. 
Special Magic. Special items of magic can only be obtained once Victar has 
entered through the Mystic Gates. They include: 
Fire Spheres. Fire balls that circle around Victar and protect him for a short 
period of time. 
Lightning. A sheet of lightning comes down to destroy all enemies now on 
the screen. 
Power Beam. Sends a special wave of energy against particularly tough 
opponents. 
Power Dart. Increases Victar’s dart strength. 


Special magic items are not automatically used when they are first found. 
Instead, you must select them and use them. Press the Start button to pause the 
game and bring up the Special Magic screen. Use the Up or Down arrows to 
display the magic items; press the Left or Right arrows to select an item. Now 
press the “A” button to activate a magic item. Press the Start button again to 
resume play. 

Now, when you need to use your special magic item, press the Select button 
during game play. 


POWER PLAYER HINTS 
Save your magic for the most difficult challenges. 

Collect as many red spheres as you can to stock up on life points before you 
dare to take on the Dark Lord. 

Use Victar’s throwing darts to stun the enemy as you approach, before using 
your sword to kill them. But don’t depend on the darts alone to kill all enemies; 
often, they are not strong enough. As you battle with the enemy, keep an eye 
on your strength level. 

At the Temple Graveyard in Level 1 of World Two, you will encounter new 
types of enemies. As you proceed, watch out for the enemies that look like tiger 
skeleton. They may be dead, but they still can run rather fast and sneak up on 
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you. Use your sword to kill them. If you react quick enough, you may be able 
to outrun them. 

Within the Mystic Gates of The Temple Graveyard, you will find statues 
which may hold additional magical powers. 


USING PASSWORDS 
When your game is over, you can request the system to display a password that 
will allow you to reenter at the point where you died. To see the password for 
the current game, press the Down arrow and hold it down while you press the 
following buttons: 


BABA 


Now press the “A” button if you want to continue the game. Press Select 
and then the “A” button if you want to exit the game. 

To use a password at the start of a game, press the Up arrow and hold it down 
and then press the following buttons: 


ABAB 


Use the arrow keys to move the pointer. Press the “A” button to select a 
letter; press the “B” button to move backwards to erase a mistake. When the 
password is properly displayed on the screen, move the pointer to END and 
press the “A” button. 

Two passwords that will assist you in getting through the game are 


SQXE+A!BQ 
ZQESAEED 


or 


CNCITFQBQ 
KAB!AEED 


Demon Sword is a trademark of Taito America Corp. © 1989 Taito America Corp. 
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Gauntlet II 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING:(0-35) 22 


IT 
AUPTLE, DEES 
g pey 975 
Lever 3 770 


The fearsome foursome are back: Thor, Thyra, Questor and Merlin, come thunder- 
ing right into your home with the Nintendo arrival of Gauntlet II. The original 
Gauntlet was a big hit in the arcades and in a Nintendo Entertainment System 
version from Tengen. 

Just when you thought you have explored every corner of the terrible Dark 
Dungeons, along come our great warriors. You’ll be on the hunt for your basic 
special treasures, potions and amulets; you’ve got to look out for traps, poisoned 
food, force fields and assorted ghoulies. 

There are more than 100 new mazes toexplore. We gave the game above average 
marks on graphics and sound despite—or more accurately because of—the 
program’s extremely spare use of each. You don’t have to listen to an irrelevant 
musical soundtrack all through the game, just at scene changes. The sound effects 
for the various battles and movements are nicely done. And the graphics are simple 
but effective: The emphasis here is on the game, and not on the flash. 
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MANUFACTURER: Mindscape 


CHARACTERS: 
THOR the Warrior 
Armor: This guy is so tough that his skin alone blocks about 20 percent of 
damage. 
Shot Power: Twice normal. ~ 
Hand to Hand Battling: An excellent warrior with the Battle Axe, he can 
destroy monster generators. 
Magic Power: Not his strong point, he can damage some monsters but no 
generators. 
THYRA the Valkyrie 
Armor: She carries a shield that can eliminate about 30 percent of damage. 
Shot Power: Not so hot. 
Hand to Hand Battling: Pretty good with a Sword, she can destroy monster 
generators. 
Magic Power: Moderate, she can damage most monsters and generators. 
MERLIN the Wizard 
Armor: None. Zip. Zero. 
Shot Power: Good, nothing to write home about. 
Hand to Hand Battling: He doesn’t even carry a weapon. 
Magic Power: Stand back. What else would you expect from a wizard? 
Merlin can damage all monsters and generators. 
QUESTOR the Elf 
Armor: Would you believe this guy goes into battle wearing a leather jacket? 
Eliminates about 10 percent of the damage. 
Shot Power: Poor. 
Hand to Hand Battling: Moderate, he carries a Dagger. But he cannot 
destroy monster generators. 
Magic Power: Very good, Questor can destroy almost all monsters and 
generators. 


VILLAINS 
All around the dungeons are Monster Generators that create particular types of 
monsters. There are three levels of generators; depending on the power it 
possesses, the monsters it produces require one, two or three hits to be killed. 
The Generators themselves can be destroyed, too. 


Ghosts. Stay away. They'll hit you only once, doing a lot of damage, and then 
disappear. Shoot them—don’t try to fight hand-to-hand. 

Grunts. They’ Il run right up to you and try to bash you with clubs. Shoot them 
or fight them in close. 

Demons. They’ll throw fireballs, or try to bite you if they can get close enough. 
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Lobbers. These nasties will try to do you in by throwing rocks over the wall at 
you. They’ ll run away from you if you get close, and so you must shoot them 
or trap them in a corner and fight them up close. 

Sorcerers and Super Sorcerers. About as hard to pin down as a ghost, these 
guys will disappear as they move. You cannot shoot them when they are 
invisible. You can momentarily stun them with magic; shoot them to destroy 
them. 

Death. Death can be hazardous to your health, taking away up to 200 points, 
and then die himself. Your only defense is to shoot him—don’t try to fight 
him—before he gets too close. 

Acid Puddles. These guys can really burn you. 

IT. A glowing, spinning disk. When it hits you, you are “it.” All monsters will 
then be attracted to you until you leave the maze or touch another player, 
who then becomes “it.” 


Watch out also for The Thief, who will try to steal items from the richest 
player—if he gets away without being shot, he will leave his booty on the next 
level. And The Mugger can rob the richest player of some of his health. 


CONTROL PAD 
Arrows: Moves the character Up, Down, Left or Right in the maze. 
“A” BUTTON: Use for magic potions. 
“B” BUTTON: Use for weapons. 


NUMBER OF LIVES 
Just one. Each player begins with 2,000 Health Points. You will lose Health 
Points each time you take a hit from monsters, and as time goes by. You can 
regain healthy by grabbing food and cider you find; but don’t eat poisoned food. 


SPECIAL ITEMS 
Scattered around the dungeons are various important objects. Some of them are 
worth collecting, and others are definitely worth avoiding. Here are some of 
them: 


Potions. The ordinary, run-of-the-mill potions will give you the power to stun 
or destroy monsters or the monster generators. 

Special Potions. These are, well, special. They offer extra powers, as in: 

Extra Armor. The shield increases protection from hits. 

Extra Magic Power. This special bottle increases the effect of all potions. 

Extra Shot Speed. Look for the lightning bolt to add some speed to your 
weapons. 

Extra Shot Power. The bullseye turbocharges your weapons. 

Extra Fight Power. The special sword improves your hand-to-hand fighting 
ability. 
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Extra Pick-Up Power. Give yourself a hand, and be able to carry 15 instead of 
10 items. 

Food or Cider. Increases your health by 100 points. 

Keys. And what do we use keys for, class? Each one collected adds 100 points 
to your score. And, if you do not engage in a fight for about 30 seconds after 
you grab one, all locked doors will open by themselves. 

Treasure. Worth 100 points. Some of them are locked. Not all chests contain 
good things, though! 

Amulets. These magical devices confer some special powers for a short time, 


including: 

Invisibility. Transportability. 

Invulnerability. 10 Super Shots. 

Repulsiveness. Reflective Shots. 
SPECIAL PLACES 


Treasure Rooms. When one appears, run in and grab as much as you can before 
time runs out. You will only be able to keep what you’ ve grabbed if you make 
it out of the room before time expires. 

Traps. When you step on these glowing blue patterns on the floor, some walls 
will disappear. 

Transporters. These glowing red tiles will transport you to the nearest visible 
transporter; you may be able to influence the direction you travel by your 
own movements. 


Gauntlet II is a trademark of Atari Games Corp. Program © 1990, 1986 Tengen. Game cartridge © 


1990 Mindscape, Inc. 


Shadowgate 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 20 


Here’s your chance to try to talk your way out of some very tricky spots. 
Shadowgate is a complex exploration in a world of dungeons and demons and 
warlocks and gargoyles and creepy laboratories and firedrakes and trolls. Your 
success in the game, though, depends not on your speed with the “A” or “B” 
Buttons on your controller, but instead on your logical abilities. 
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The goal of the game is to explore the depths of Castle Shadowgate to find the 
means to prevent the evil Warlock Lord from doing his foul deed. You are the last 
in a line of kings, and somehow only you can stop the Warlock Lord from raising 
the Behemoth and unleashing it upon the innocent populace. 

You can maintain as many as three “files” in the memory of the game pak, 
allowing you to have three players performing their own quests at separate times, 
or for you to have three separately saved points in the game for your own safe 
exploration. One player only. 


MANUFACTURER: Kemco-Seika. (800) 462-5040 
CHARACTERS: You, your highness, against the evil Warlock Lord. 


CONTROL PAD 
Arrows: Move the cursor on the screen. 
“A” BUTTON: Makesa selection. Also used to read the next part of a message 
on the screen. 
“B” BUTTON: Not used. 
Select: Get hints. 
Start: Starts the game. Gets hints. 


ON-SCREEN 
The screen is divided into several areas. The View Window is your peek into 
your current location in the castle. The Command Window is where you issue 
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instructions to move and use objects you see in the View Window. To give a 
command, move the cursor to the command you want to issue, and then press 
the A button. Next, move the pointer to the object of the command—the item 
that is to be acted on—and press the A button again. For example, to open a 
door, select OPEN and then move the cursor to the door and select it. The 
Command Window will disappear from time to time, to be replaced by a text 
window with descriptions of what you see, or hints for the game. Here are the 
available commands: 


Look. Examine anything and everything that has the remotest chance of bearing 
information for you in your quest. 

Take. When you take an object, it will appear on your Goods Card. 

Open. You can’t go through a closed door or examine a sealed box without 
opening it first. 

Close. Shut the door when you leave. 

Use. A most important command, this verb allows you to employ an object you 
are carrying. Choose the Use command and then move the pointer to the 
object on your Goods Car you want to use and press the A button. You can 
also Use food or drink for sustenance. 

Hit. If you must, use this command to strike a creature or an object. 

Leave. Issue this command to drop something to lighten your load or be rid of 
an object you no longer need. 

Speak. Use this command to talk to—or cast spells against—creatures you may 
meet. 

Move. Here are your legs. Move the pointer to Move and press the A button 
and then move the pointed to one of the available exits. Check the small map 
beneath the Move command for the location of doorways. 

The Cards. Here you will find an inventory of all of the items you are carrying. 
Only the top card in the stack will be visible; use the Up or Down arrows to 
shuffle the deck. 

The Self Box is a special command that allows you to use an object on yourself. 
Select the Use command, then the object of the command then finally point 
to the Self box and press the A button again. 


NUMBER OF WORLDS 
There are 18 main areas in the game, each with its own set of puzzles to be 
solved. The locations are: 


The Opening Hallways. Your initial challenge here is to find the keys to the 
doors to get out. Here’s a hint: Use your head. Or, more precisely, use the 
head you find. Actually, just open the skull. 

The Chamber Behind the Loose Stone. The description just may give you an 
idea of how to get here. 

The Lake. If you drop the key, you may want to use the torch. 
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The Pedestal Room. Watch out for the trap door. 

The Tomb Room. We know that breaking a mirror is bad luck, but you may 
want to try, anyhow. 

The Chasm. How are you going to get across the bridge? Maybe you don’thave 
to; can you float? 

The “EPOR” Chamber. Now, what can EPOR mean? You don’t suppose it 
spells something backwards, do you? How about LOOKING at the sign a 
few times. - 

Firedrakes, Trolls and Stairs. Wonder if you can freeze out any of these 
hotheads? 

Library and Study. Yov’ll enjoy reading a few of the books on the table, we 
think. 

The Laboratory Area. The gauntlet in the bucket in the well of the courtyard 
will help you retrieve the flute in the fountain. 

The Righthand Tower. Match the object on the sphinx to the riddle. 

The Lefthand Tower. The Hellhound is not afraid of anything . . . except a 
little holy wetness. 

The Balcony. Take the wand and go for a long stroll all the way back to The 
Chasm and use it on the snake statue. 

Gargoyles. Pay no attention to that stone slab. Really. 

The Well Room. There’s got to be a handle or lever here somewhere to open 
the well. 

The Vault. Use the Talisman from the Wyvern on the slot beneath the sword 
and see what happens. ; 

The Cave of Titians. Use the blade and the orb on your staff to start your battle 
against the Warlock Lord. Actually, you’ll want to break the spell on the 
Behemoth and let him finish the job. 


| ALWAYS WANTED TO KNOW 
How do] get across the roomwith the fire on the floor without getting a hotfoot? 
By wearing your robe, of course. The one that protects. (You can find it in the 
Spectre’s room.) And don’t forget to bring your crystal ball. You’ll want to 
throw it into the flames. 


Shadowgate is a trademark of ICOM Simulations, Inc. Licensed in conjunction with JPI. © 1987, 1989 
ICOM Simulations, Inc. Game pak © 1989 Kemco. 
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Solstice. 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND: (1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 23 


It’s still the same old story, a quest for love and glory . . . and a kidnapped princess. 

Join Shadax’s quest as he searches through the deadly fortress of Kstler?ck for 
the six missing pieces of the magical Staff of Demnos, as he attempts to save 
Princess Eleanor of Arcadia, about to be sacrificed to the forces of evil by the 
extremely unpleasant mage Morbius the Malevolent. 

This game is presented with a bit of style, evident in the attention to detail in the 
game itself as well as the instruction manual, which is designed like an ancient 
scroll. You’ll get an idea of the story line by reading the poem, “The Legend of 
Kstler?ck,” which we excerpt here: 


“Neath Kstler?ck’s well guarded walls, 
One hope for man in ancient halls. 
Safe bid from Evil’s searching eyes, 
The shattered Staff of Demnos lies . . . 
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“Each hundred years on full moon’s rise 
High in the winter solstice skies, 

The spell that cloaks the staff shall break, 
Revealing that which all would take . . .” 


There is a considerably more detailed rendition of the tale in the manual, with 
details of such lovely places as the Sea of Sorrows, the Tower of Tears and the 
Slaughter Yards. Suffice it to say that the only hero left is the old sorcerer Shadax, 
who is willing to take on Morbius but only if he can reassemble the pieces of the 
Staff of Demnos. 

As Shadax, you start out armed only with a paltry few magic potions and a magic 
map. You’ll face more than 250 rooms, presented in detailed drawings with 
awesome sound effects. Among the steppingstones to completion of the castle are 
the discovery of four hidden keys; Shadax needs to collect all four in order to gain 
entry to all of the rooms. 

The solstice, in planetary terms, is the moment of passage into the warmth of 
summer, or the severe cold of winter. In this game, it’s up to you . . . One player 
only. 


MANUFACTURER: CSG Imagesoft 


CHARACTERS 
You are old sorcerer Shadax, come out of semi-retirement to battle the all-pow- 
erful Morbius the Malevolent. 


CONTROL PAD 

Arrows: Press the arrow keys to move in the corresponding direction. 

“A” BUTTON: Jump. 

“B” BUTTON: Pick up or drop objects. 

“A” and “B” BUTTONS: To jump and pick up an object at the same time. 

Start: Start the game or activate a potion. 

Select: Push to enter the Select Screen, pausing the game in the process; press 
the button again to resume play. In the Select Screen, use the buttons as 
follows: 

A button. Press to view the map or statistics. 

Arrows: Highlight the potion to be selected. 


MAGIC POTIONS 
You will find four different magic potions, each with its own properties. Each 
beaker shown on the Select Screen holds as many as four doses of a potion; at 
the start of the game, the beakers will hold two doses. Press the Select button 
to enter the Select screen and then use the arrow keys to select a potion; press 
Select again to return to play. Now push the Start button to activate the potion. 
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You can cast multiple spells in one room, but once you leave the room, all 
spells are off! Here are the potions: 


The Shield of Life. (Blue). Invincibility is a nice thing to have. 

The Elixir of Destruction. (Purple). Destroys all moving objects in the room. 

The Guardian of Time. (Yellow). Freezes time—and anything moving in the 
room. You will be able to push or pick up frozen objects. 

The Eyes of the Blind. (Green). Makes the invisible visible. 


THE MAGIC MAP 

On the Select Screen, you will see a secret map of each of the locations you 
have visited; rooms only appear after you have entered them. It will probably 
be to your advantage to examine the maps every once ina while, since they may 
show a secret exit or passageway not visible on the main screen. Any room 
outline in white has other rooms above it or below. 

If you press the A button while reading the map, you will see a display that 
will tell you how many rooms you have visited, and the percentage of the entire 
castle that remains. Also shown are the total number of magic objects found. 


SPECIAL ITEMS 

In some of the rooms of the castle, you will come across movable blocks that 
may offer the solution to some thorny problems. For example, you can pick up 
the blocks (jump on them and press the B button) and then carry them elsewhere 
to build walls against poisonous pyramid spikes and other dangers. (They will 
not, however, work against deadly needle spikes on the floor.) 

You can also get creative and use the yellow potion to freeze a few falling 
blocks in mid-air, changing them into a set of stairs. 

And you should also be on the lookout for Hovering Crystal Balls. Shadax 
can hop on board them for a free ride. 

Here are some other interesting items you will come across: 


Hats of Life. Look for the blue chapeaux spread around the castle; each one is 
worth an extra life. The Select Screen will register as many as 10 hats at one 
time, but in fact Shadax can use as many as he is able to pick up. 

Blasting Bombs. Rotating blasting bombs that you will find in some of the 
rooms will prove very useful for make holes in solid walls to open up secret 
passageways. The detonators to the bombs are hidden separately. 

Portals. Hidden traps in the floors of some of the rooms will transport Shadax 
down into another room. Find a portal, jump on top of it and press the B 
button. 

Spinning Coins. Make this a priority on your visit: collect one of these to allow 
Shadax to continue his quest from the point where he loses all of his lives, 
instead of having to retum to the very beginning. 
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POWER PLAYER HINTS 
Save your magic potions for essential uses, and try to keep them fully stocked 
for the later scenes. 
Study the map on the Select Screen regularly; you may see hidden exits and 
passageways there not otherwise evident on the main screen. 


Solstice is a trademark of Software Creations (ROM Developments) Ltd. © 1989 Software Creations 
(ROM Developments) Ltd. Game pak © 1990 CSG Imagesoft. 


Tombs and Treasures 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: 19 
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Infocom didn’t invent the computerized adventure game, but it certainly perfected 
the idea in the early days of PC games with products like “Witness” and “Dead- 
line.” Now the company, through Mediagenic, has turned its attention to the 
Nintendo Entertainment System and one result is Tombs and Treasure. 

This is an artfully constructed quest deep into the mysterious jungles of Chicen 
Itza in Mexico. You are a rescue party sent to try to find Professor Jones, the world 
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famous archeologist. All you have to help you are your guide Jose, a crudely drawn 
map and some notes in a diary that Jones managed to get out of the jungle and to 
his secretary. Three of Jones’ men have been killed already. 

Read the diary at the front of the instruction manual carefully for some clues. 
You’ll learn that Professor Jones has been trying to decipher a groups of worn 
tablets that tell about fabulous riches “locked away for the future.” Jones warns 
that “monsters and demons guard the ruins. They are vicious, but they can be 
overcome.” The worst of the demons is Tentarula, Jones says. 

Later on in the diary, Jones makes a breakthrough: “The Mayans are not 
dead—they live even today.” He deciphers enough of the tablets to decide that he 
must find the Sun Key, the key to the Mayans and all their knowledge, power and 
wealth. 

We worked with preproduction materials. 


MANUFACTURER: Infocom/Mediagenic. (415) 329-7699 
CONTROL PAD 


Arrows: Use to select commands on the screen. 

“A” BUTTON: Used to execute commands. When you are in a Fight, continue 
pressing the button until the battle is over. 

“B” BUTTON: Allows you to look in the inventory window. Also used to 
change icon frame from active to inactive. 


SCREEN DISPLAY 
There are no less than five elements of the display screen to consult as you move 
through your adventure. 

The Action window displays the view of the current room. You will also see 
the items in your inventory when you select the proper icon. At the bottom right 
corner of the screen the Location window shows the name of the current room. 

The Text window displays comments from the characters. If the note will not 
fit on one screen, you will see a blinking cursor in the bottom right corner of 
the window; press the A button to read the rest of the text, see the scene in the 
action window or listen to a sound effect. 

The Message window will show instructions issued by the computer. For 
example, when you use the Look command, the nature of items in the Action 
window will be displayed here. The final window shows Icons. 


COMMANDS 
Change. Lets you change your character from the boy to the girl to Jose and 
back again. Press the A button to cycle through options; whoever appears in 
the Text window is the one who will perform actions. 
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Fight. Puts you into fighting mode. Press the A button to strike, and watch the 
Text window for instructions. 

Go. Move. 

Join. Allows you to join together two items from your inventory. Highlight the 
items you want to join and press the A button after each selection. What 
should you join together? How about two weapons in one? 

Look. Permits you to examine an item in the Action window (press the A 
button) or in the Inventory window (press the B button.) 

Move. Use the arrow keys to highlight the item to move and press the A button. 

Pull. Use the arrow keys to highlight the item to pull and press the A button. 

Push. Use the arrow keys to highlight the item to push and press the A button. 
Try pushing some of the walls in the old tombs; you might uncover a secret 
chamber. 

Put. Use to choose an item from your inventory and place it somewhere in the 
Action window.- Use the arrow keys to place it, and press the A button to 
accept the new location. 

Smash. Lets you smash items in the Action window. Use the arrow keys to 
highlight the item to smash and press the A button. 

Take. Move an item from the Action window to your inventory. 

Use. Lets you use an item from your inventory. The item will appear in the 
Action window and you must use the arrow keys to highlight the item you 
want; press the A button to use. 

Wait. Lets time pass. 

Wash. Lets you wash an item in your inventory. Highlight the item you want 
to wash and press the A button. 


POWER PLAYER HINTS 
The different members of your exploration crew have different abilities. For 
example, not all of them will be able to push a wall sufficiently to expose a 
hidden chamber. Use the Change command and try each explorer. 


USING PASSWORDS 

Go to the Nunnery at the start of the game for a general orientation, and then 
return regularly. When you look into the mystic Ixmol jewel, you will see a 
password. Write it down and then use it at a later time to reenter the game at 
that point. This game includes an unusual Confirm Password feature which 
allows you to enter the password back into the system to make sure that you 
have copied it down correctly. This is a good way to check on Os and 0s and 1s 
and Is. 


Tombe and Treasures is a trademark of Infocom. © 1990 Infocom, © 1989 Tokyo Shoseki, © 1986 
Falcom. 
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Alien Syndrome 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 
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The good news is that humans have colonized the distant planets in the distant 
future; the bad news is that a nasty bunch of aliens have captured an entire colony 
and spread them around on seven of its space ships. Within each ship—you guessed 
it—are fearsome fighters and unfriendly alien bosses. 

It’s up to you to save the colony. 
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Scattered about within each ship are small plates marked “MAP.” Go to one and 
touch it for a display of the spaceship’s layout. Your position is marked in blue; 
the captives, your goal, are indicated in red. 

Now, go forth and divide. One or two players. 


MANUFACTURER: Tengen. (408) 433-3999 


CHARACTERS 


It’s Ricky or Mary (Your choice) all by yourself, out to save all of man and 
womankind. 


CONTROL PAD 
Arrows: Moves your fighter up, down, left or right on the screen. 
“A” BUTTON: Not used. 
“B” BUTTON: Fires shots. 


NUMBER OF LEVELS 
There are seven rounds in the game, each taking place i ina different ship. Each 
ship holds 12 captives; after you free the captives in a round, the Exit door will 
open to show you the way into the next challenge, the alien leader’s room. Once 
you defeat each boss, you will advance to the next ship. 


NUMBER OF LIVES 
Four to start. You’ll lose a life when time runs out or when you are hit by aliens. 
You will be awarded an extra life with each 100,000 points earned. 


SCORING POINTS 
You’re going to have to work very hard to earn an extra life at 100,000 points. 
The big prizes are the alien bosses and the ? blocks. You can also earn a 
substantial bonus for clearing a ship very quickly. 


Destroying an Enemy 
Alien 200 points 
Boss’s Henchman 200 points 
Alien Boss 10,000 points 
Rescuing a Captive 
1st Captive 100 points 


Each additional captive is worth 100 more points, making the 12th captive 
a prize of 1,200 points. When you lose a life, the counter resets to 100 
points for the next captive saved. 
Clearing a Ship 
Time Bonus: 300 points for each second remaining on the clock. 
Captive Bonus: 200 points for each one rescued. 
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SECRET WEAPONS 
There are five basic “Power-Up” items that will allow you to fight better. Look 
for the following symbols and touch them with your fighter: 


Fireball. The “FB” symbol gives you a powerful ball of fire that can destroy 
multiple aliens. 

Flame Thrower. Look for the “F.” 

Laser Cannon. An “L” of a gun. 

Warp. Look for the big “W” to be able to transport from one place to another 
within a spaceship. 

?. A secret treasure chest of bonus points. 


Alien Syndrome is a trademark of Sega Enterprises, Ltd., © 1986 and 1989 Sega Enterprises, Ltd. 


Burai Fighter 


DIFFICULTY:Apprentice-Hot Dog 
GRAPHICS: (1-10) 4 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: 17 


These Burai super-brains are so smart that they have created an entire race of 
robo-mutants to do their fighting for them. The Burai have decided to conquer the 
universe, and they’II use their pets. 

But, just like it always seems to happen, it comes down to you against the entire 
forces of evil, all by yourself. Strap on a proton pack, charge up a laser cannon and 
head for the seven bases of the Burai. Your goal, believe it or else, will be to defeat 
the Slimedragon, but before that enjoyment, you’ll also get to face mutated muck 
such as Giganticrabs, Jawsipedes and Fangskulls. 

We looked at preproduction materials for the game. One player only. 


MANUFACTURER: Taxan 


CHARACTERS 
It is you against the fierce and fearsome Burai and their nasty nasties. 


CONTROL PAD 
Arrows: Moves Up, Down, Left or Right. 
“A” BUTTON: Uses Cobalt Bomb. 
“B” BUTTON: Fires weapon. 
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NUMBER OF LEVELS 

There are seven levels of play in Burai Fighter. In levels 1, 2, 4, 5 and 7 you 
will be looking at and controlling your fighter from the side; in these competi- 
tions your goal is to defeat the Boss. In levels 3 and 6 you will be looking down 
on the action; your goal will be to destroy enemy bases. At the beginning of 
each of these levels, a radar display will appear. Note the location of your ship 
and the base and keep them in mind as you progress. 

Look for hidden rooms. In some of these the direction of the game scroll will 
change. Explore for special items and then leave to resume your adventure. 


DIFFICULTY LEVELS 
There are three levels of difficulty you can select. The more challenge you 
select, the more difficult the enemies will be, and their speed will increase. In 
the most difficult level, the bonus multiplier will change. The Eagle and 
Albatross levels start you with 5 lives; the Ace level gives you just 3 to start. 
And, there are different endings for each type of game so you really haven’t 
beaten this game unless you have done so at each level. The difficulties are 


Eagle. (Easiest) 
Albatross. (More difficult) 
Ace. (Most difficult) 


NUMBER OF LIVES 
You’ll have 3 or 5 lives to start the game (See Difficulty Levels) for information. 
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Youcan receive an extra man by grabbing a 1-Up symbol, by reaching certain 
score levels, by collecting cobalt bombs and by exploring hidden rooms. 


SCORING POINTS 
After the completion of a level, you will earn bonus points based on the number 
of weapons you have collected. The bonus increases with the level of difficulty, 
with the bonus multiplier set by the level of difficulty: 


Eagle: 500 

Albatross: 2000 

Ace: 5000 
WEAPONS 


You begin the game with a simple gun, but can improve on this weapon by 
collecting Laser, Missile and Ring power-ups. Each of these weapons has three 
power levels; pick up five icons for a particular weapon to increase to weapon 
power 2, and pick up 10 icons to advance to power 3. 

To change weapons, pick up a different weapon icon. Your other weapons 
will remain in storage until you pick up their weapon symbol. 

When you are destroyed, you will lose only the weapon currently in use. 

There are two other special weapons. Cobalt Bombs are earned by gathering 
the red pods until the Cobalt bar reaches the white section. Once you have this 
power, use A button to destroy everything on the screen. If you save your Cobalt 
Bombs until the “extra” message appears, you will receive a free man. 

Look for the Rotating Pod for some important extra punch. It will spin 
around, destroying many enemies. The pod will not, however, destroy enemy 
fire. The more pods you pick up, the faster the pod will rotate. 


SPECIAL ITEMS: 
Speed Up. Look for the S symbol for a boost, but.don’t overdo it: too much 
speed is difficult to control. 
Extra Men. Look for the 1-Up symbol for an extra fighter. 


ENEMIES: Here are the bosses of the levels 


Giganticrab (Level 1): The biggest danger is the venom he will spit at you. 

Jawsipede (Level 2): It will take some extra work to be rid of this guy. Shoot 
the connection points and then destroy the tails of each section. 

Fangskull (Level 4): Avoid the deadly bone-bullets. 

Torchwing (Level 5): This lady is no lady, surrounded by a spinning circle of 
fireballs. Just to make things even more interesting, she hands out near the 
volcanic fire spouts and so you must avoid their flames as you do battle. 
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Slimedragon (Level 7): The master of the Burai, and the most difficult 
challenge in the game. The molten rock balls he fires cannot be destroyed. 


POWER PLAYER HINTS 
You’ll probably have to lose a life or two to learn this, but beware of the sudden 
changes in scrolling direction. Or, as the musical joke goes, C Sharp or B Flat. 

One very interesting technique to master in the side-view levels of the game 
(Levels 1, 2, 4, 5 and 7) is what we call lock-on firing. With this technique, you 
can move in any direction while aiming your weapon in a single direction. 

To do this, begin moving in the direction that you wish to shoot, and then 
press and hold the B button for rapid fire. As long as you keep the B button 
pressed, you can move in any direction while the gun stays aimed. 

To shoot in a different direction, release the B button and move in a new 
direction, and then press the B button again. 

The special Cobalt Bombs are very effective in removing enemies and 
bullets from the screen, but do not destroy Bosses. 

Use the walls and bases as moving shields; duck behind them to avoid some 
of the incoming enemies and shots. However, remember that the screen will 
continue to scroll. When your fighter is pushed off the left edge of the screen 
by the move, it will explode. 

Use the Ring Shot to blast through solid walls. 


PASSWORDS 
Here are two passwords that will help you get a feel for a full load of power at 
the first stage, and a free pass to the difficult Stage 7: 


Stage 1: LOBB 
Stage 7: ICHI 


Burai Fighter is a trademark of Taxan USA Corp. © 1989 Taxan USA Corp. 


Captain Comic 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 20 


The party has been spoiled! The elders of Osmic had gathered for their formal 
procession for the celebration of the Trimillenial, with banners, feathers and gold 
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chains. But they couldn’t really get down and boogie because some foul fiend had 
stolen their badges of office: the Crown of the Ages, the Mystical Gems of 
Lascorbanos and the Thousand Coins of Tenure. 

The treasures are said to have been hidden on the nasty planet Tambi, a place 
of constant danger. 

And so the elders come to you, Captain Comic, to save the day. You’ve got to 
travel to Tambi, fight off all of the fightable things you’ ll find there, and then return 
with the missing goodies. The game is over when you retrieve all three missing 
treasures, or when all lives are lost—whichever comes first. 

This is a pretty game to watch. One player only. 


MANUFACTURER: Color Dreams 


CHARACTERS 
You are none other than the serious Captain Comic, galactic hero, righter of 
wrongs and all-around nice guy. 


CONTROL PAD 
Arrows: Left or Right changes the direction Captain Comic will face. Hold the 
button down to make him walk in the direction you have chosen. 
The Up arrow is used to open any door on the planet Tambi, once you have 
the key. Some of the doors lead torooms behind them, while others are linked 
to the Teleport system of Tambi. 


260 Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


“A” BUTTON: Jumps. Hold button down to make character jump higher; use 
in combination with Left and Right arrows to control movement in mid-jump. 

“B” BUTTON: Uses blaster. You’ ll need a squirt of Blastola Cola first. 

Select Button:Teleports Captain Comic once he has obtained the wand. 
Teleportation is the only way our hero can get to certain parts of the screen 
or world. 


NUMBER OF LIVES: The captain begins the game with five lives. 


TREASURES 
The Crown of the Ages is the official head dress of the ruler of Osmic. 
The Mystical Gems of Lascorbanos are rare crystals said to bring wisdom to 
the wearer. 
The Coins of Tenure are the symbolic wages paid to the rules of Osmic, passed 
from one leader to the next. 


SHIELDS 
When the shield is available, it will protect Captain Comic from most assaults. 
When an enemy touches the shield, it will be destroyed but the shield’s energy 
supply will be reduced by one unit. If the power meter reaches zero and the good 
captain is touched by an enemy, CC will lose a life. 
Shield energy does not regenerate; the only way to obtain more is to grab 
more shield energy packs. 


SCORING POINTS 
You earn points by shooting enemy creatures, gathering tools and treasures on 
the planet’s surface. Additional points are awarded for unused shield units at 
the time of recharging and lives and shield units remaining after the three 
missing treasures are retrieved. 


SECRET WEAPONS AND SHIELDS 

Blastola Cola. What a jolt! Slug one down to boost Captain Comic’s firing 
ability. In fact, the more the merrier—up to five Blastola rounds can be in 
the air at the same time. 

Corkscrew. Puts a spin on shots from Captain Comic’s blaster gun. Why would 
you want to do that? Well, among other things, a spiral shot is one way to 
destroy creatures crawling on the ground below the ordinary line of fire. 

Shield of Invulnerability. Grab the lightning-bolt shield to supercharge the 
Mark VII shield generator and earn a short period of total protection from 
the slings and arrows of enemy attacks. In fact, along with the shield comes 
a boost in firepower to unlimited for as long as the shield is in effect. Look 
for the shield as you travel about, and especially after an enemy is destroyed. 
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Shield of Life. This shield, displaying a wine glass (for celebration?), gives you 
an extra life. 

Shield Pack. Your basic four-quadrant shield restores all of Captain Comic’s 
shield energy. 


TOOLS 

Boots. You’ll get a kick out of these: they’ll help the Captain jump to even 
higher ledges. 

Key. And what are keys used for? 

Lantern. The nice thing about lanterns is the light they shed. Very useful in 
dark places. 

Wand. This may look like your basic fair godmother’s wand, but it actually is 
a piece of the highest technology. The owner of one of these babies is able 
to use the teleportation system of Tambi, zooming through walls, to moons 
and across the room. 


| ALWAYS WANTED TO KNOW 
How do I get to the secret crown room at the end of the game? Wow! Are you 
all the way there already? Okay: Enter the castle and go to the left till you come 
to a door and go through it, heading right on the other side. Climb the stair at 
the far right and go left on the upper platform. Go through the next door and use 
your wand to pass through the barrier on the right. Keep going through the doors 
and walls until you are in the crown room. 


Captain Comic is a trademark of Color Dreams. © 1989 Color Dreams, Inc. 
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Crystal Mines 


DIFFICULTY: Hot Dog 
GRAPHICS: (1-10) 6 SOUND:(1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 19 


Ah, capitalism! This is a game about mining for crystals. That doesn’t sound all 
that extraordinary, does it? How about if we told you this all takes place on a newly 
discovered and not fully explored planet? Oh yeah, want more? It seems that deep 
beneath the surface there are all sorts of strange and deadly alien life forms, mud 
and lava flows and other perils. It’s enough to turn a robotic miner into a quivering 
mass of aluminum! 
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Crystal Mines is a fairly straightforward but rich sci-fi game, in a way a new 
and improved version of Dig Dug or Miner 2049er, both arcade hits. 

You direct your robot from your base camp by remote control. The robot uses 
something called energy balls to dig through the dirt and rock in search of valuable 
crystals. Some of the types of rock you’ ll find won’t yield to the balls, though, and 
you'll have to use explosives. But some of the rocks themselves are explosive, so 
you’ ll have to be careful not to blow your robot up. 

There is a handy demo mode at the start of the game that will give you an advance 
peek at some of your enemies and game levels. Thisisa difficult game that deserves 
consideration from puzzle fans as well as adventurers. One or two players. 


MANUFACTURER: Color Dreams 


CHARACTERS 
You’re the remote controller of the mining robot, although for all intents and 
purposes you are the robot itself, since it is the only character that matters. 


CONTROL PAD 
Arrows: Moves the robot Up, Down, Left or Right through the mine. Moves 
boulders left or right. 
“A” BUTTON: Fires an energy blast. 
“B” BUTTON: Drops a bomb. 
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RESET 
Press the Start and Select buttons together to make your robot self-destruct. 
Use this command when the robot has become trapped and is unable to complete 
the current level. 


NUMBER OF LEVELS: 100! 


NUMBER OF LIVES 
You begin the game with five mining robots. You will lose lives when the robot 
is damaged. When a robot is lost, any special abilities such as Rapid Fire and 
Range Increase are also lost. 
There are additional robots available in the game by picking up robot prizes. 


TIMING 
Each level has a time limit. You must dig enough minerals in that amount of 
time to make it to the next level; when you have filled your quota. the screen 
will flash and an exit square will appear somewhere on the screen. Just to make 
things interesting, sometimes the exit square may be hidden under objects. 


HOW TO DIG FOR CRYSTALS 
Just as in a real mine, you’ll have to play attention to changes in the dirt and 
rock and be on the lookout for natural dangers like mud and lava. 


Crystals. The whole goal of the game is to gather as many of these as you can. 
Each is worth 100 points, but more importantly, you must meet your quota 
in order to be able to advance to the next level. Your precious crystals could 
be destroyed by a falling Impervious Boulder, which could make it difficult 
or impossible for you to complete your assignment. 

Dirt. There is Soft and Hard stuff. The soft will be cleared away by one energy 
blast or an explosion (don’t waste too many of your precious bombs); the 
hard stuff needs two energy blasts or an explosion. 

Boulders. There are Soft Boulders that can be destroyed by three energy blasts 
or one explosion, and there are Hard Boulders that require two explosions 
to be destroyed. And then there are Impervious Boulders, which cannot be 
destroyed, and Explosive Boulders that will blow sky high if hit by an energy 
blast, a bomb or lava. 

However, keep in mind that any of the four types of boulder can usually 
be pushed aside by the robot if the path has been cleared. 

Rock. There’s nothing you can do about Impervious Rock, which cannot be 
destroyed or moved. But you can try to avoid—or take great care with—Ra- 
dioactive Rock. This kind of rock can be destroyed by three explosions, but 
if you shoot energy blasts at it, it will reflect energy, making the robot and 
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any nearby creatures radioactive. Unless you can find radiation protection 
quickly, your robot will die. 

Mud. You basic mud may slowly flow into dirt, hard mud or empty space. If it 
flows into a lava pool it will become hard rock. If it is hit by an energy blast 
it will turn into hard mud. Hard Mud will turn into a crystal if touched by 
an explosion. 

Lava. Keep an eye on your lava. It will flow into dirt, hard mud, empty space, 
soft boulders or crystals. Will become hard rock if it flows into mud, and will 
cause an explosion if it flows into an explosive boulder or an active bomb. 


SCORING POINTS 
You’ ll earn points by picking up crystals, destroying enemies and as special 
bonuses based on the number of bombs and amount of time remaining at the 
end ofa level. There are higher point awards if creatures are destroyed by falling 
objects instead of by such ordinary causes as explosions or direct hits by energy 
blasts. 
Points are awarded as follows: 


Crystals. 100 points. 

Soft Rock Creature. 100 points for destruction by three energy blasts; 200 
points for explosion and 400 points if by falling object. Its speed will increase 
after the first energy blast. 

Hard Rock Creature. 500 points for destruction by two explosions and 1,000 
points if by falling object. 

Impervious Creature. Can only be destroyed by a falling object, and worth 
2,000 points. 

Radioactive Creature. 1,500 points if destroyed by three explosions, or 3,000 
points if by a falling object. Just like radioactive rock, this fast-moving 
creature will reflect energy blasts, contaminating other creatures and rocks. 

Mud Creature. 400 points for destruction by explosions and 800 points if by 
falling object. Since he is made of mud, this guy can move easily through the 
stuff. 

Lava Creature. 500 points if you can melt it with an explosion and 1,000 points 
for a falling object. It can move through lava. The Lava Creature gets angry 
if he is hit by an energy blast. 

Gas Creature. Only an explosion can get rid of this bag of gas, worth 1,000 
points. Gas can move through everything, and will head straight for your 
robot. 


You should also be on the lookout for the omia Bag of Gold, worth 
an easy 1,000 points. 
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WEAPONS 
Your energy blaster starts out with limited power and charges, but the number 
of shots and distance they will travel will increase as the robot picks up 
Power-Ups including Rapid Fire and Range Increase. 
The robot must obtain bombs by grabbing bomb stockpiles. 


SECRET ITEMS 
As you move through the levels, you will find quite a few prizes and special 
objects worth collecting. In fact, some of them may offer the only way to get 
through a particular level. Special items include: 


Rapid Fire. Boosts the number of energy blasts that your robot can fire at the 
same time, up to a maximum of 5. 

Range Increase. Boosts the distance that energy blasts can travel, up to a 
maximum of 30 game squares. 

Bomb Stockpiles. Available in 1, 3 and 10 bomb sizes. 

Creature Protection. Grants your robot invisibility to the creatures for about 
14 seconds. 

Explosion Protection. Shields your robot from explosions for about 14 sec- 
onds. 

Mud/Lava Protection. These super treads allow the robot to move freely 
through mud and lava for about 14 seconds. 

Radiation Protection. Protects the robot from radiation for about (have you 
guessed by now?) 14 seconds. If the robot is already radioactive and in danger 
of dying from exposure, this special item will heal it. 

Freeze Timer. Stops the clock for about . . . 14 seconds! 

Extra Robot. Adds another mining robot. 


DANGER! 
Be on the lookout for Active Bombs you may uncover (they are marked with 
a TNT lettering.) They will explode within 3 seconds of uncovering, or if hit by 
an energy blast, explosion or lava. If you run across one, run away. (Hmmm. . 
. but if you could lure an enemy creature near it when you trigger it . . .) 
Also look out for the Freeze Robot special item, which will paralyze your 
robot for about 4 seconds, which may be enough for you to lose a level. 


SUPER SECRET 
You can skip deep into the game by pressing the A or B button at the start of 
the game, when you see the message: “Player 1 Level 1.” Act quickly. There 
are a selection of 16 levels available. 


Crystal Mines is a trademark of Color Dreams, Inc. © 1989 Color Dreams, Inc. and Ken Beckett. 
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DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 


cAcach 
tebe 


Pi i 
ni 
pra g 

tp 

££ 

SB 
aie 
carja 

i SICA 


CORE: Q0O375 OXYGEN: 
r00 6S: 06 Si00 Kio C:oz 


This is your basic alien adventure starring a fearless explorer, slime-sucking aliens 
and deadly force fields. Actually, though, Dash Galaxy in the Alien Asylum is a 
bit more challenging than most, combining some problem-solving block-moving 
along with arcade action. 

Your mission is to make your way through a maze of rooms and return to your 
ship. You have only a limited amount of oxygen (which serves as your timer) so 
you'll really have to DASH. 

You begin your quest in the elevator shaft of each floor. You must search all of 
the rooms on each floor before you can advance to the next floor, but sometimes 
doors are blocked by force fields or large blocks. Once you manage to gain entry 
to a room, you will need to turn off all of the switches inside the room before the 
door will reopen to let you exit. Within the rooms, you can use ladders or 
trampolines to move about. 
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On some floors there are hidden rooms chock full of bonuses if you can find a 
way to get inside them. There are also hidden express elevators that will zoom you 
to other floors—sometimes up, but sometimes down. One player only. 


MANUFACTURER: Data East. 


CHARACTERS 
Who else but Dash Galaxy himself, fearless space explorer. 


CONTROL PAD 
Arrows: Moves Dash Up, Down, Left or Right on the screen. 
“A” BUTTON: To move a block, press the “A” button and an arrow key at 
the same time. KET: 
Jumps. To jump straight up, press the Up arrow and the “A” button. To jump 
ina particular direction, start Dash running and then press the “A” button. 
“B” BUTTON: Sets a time bomb, if Dash has one in his inventory. 


NUMBER OF LIVES 
You start the game with four lives. If you walk through a force field without a 
key, you will lose a life. If you run out of oxygen, you’re run down. You'll start 
out with a full supply in each room; consult the green bar in the lower right 
corner of the screen for a reading on your remaining capacity. As you use up 
oxygen, the green bar turns red; when it is all red, you’re dead. You can also 
die from falling into an abyss. 
You can gain back a life by grabbing a heart. 


SCORING POINTS 
Picking up objects: 25 points 
Gold Stars: 50 points 
Blue Stars: 100 points 
Completing a room: 5 times the amount of oxygen 
left in your tank. 
Completing a level: 250 points. 


SPECIAL ITEMS 

Bombs. Use them to explode an enemy in the rooms, or blow up blocks or force 
fields in the elevators. Bombs will go boom about 3 seconds after they are 
set; don’t stand too close or you’ll go boom, too. Press the “B” button to set 
a bomb. 

Detonators. Allows you to remotely set off a bomb without having to use a 
timer. To detonate a bomb, press the “B” button a second time after you 
have set a bomb in place. 
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Hearts. Worth an extra life. 

Keys. And what are keys for? In this game, they’Il let you walk right through a 
force field. 

Oxygen Flasks. Restores oxygen. Don’t miss a chance to grab one of these. 

Stars. When you have collected 10 orange stars, you will become invincible for 
a short period of time. This means enemies cannot hurt you, but you can still 
run out of oxygen or fall to your death in an abyss. 

Switches. You'll need to turn off all of them in each room before exiting. 


POWER ZOOMING 
Here’s a secret way to select a level in this game. At the title screen press and 
hold down all of the following keys: A and B Buttons, Select and the Up/Left 
arrow position. Watch the level counter move at the bottom of the screen and 
press the Start button when you see the level you want to try. 


Dash Galaxy is a trademark of Data East USA, Inc. © Beam Software Pty. Ltd., 1989. 
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Destination Earthstar 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 4 FUN: (1-10) 4 
ULTIMATE RATING: (0-35) 16 


You are one of the most talented members of a long-lost band of human beings 
who were on a spaceship that was kidnapped eons ago by the Kojans. The first 
humans were treated like wild animals and kept in zoo-like cages, but over the 
many, many centuries the Earthlings progressed to slaves and then eventually to 
full citizenship. 

All through this time, from generation to generation, the story of the planet Earth 
has been passed along. Now the surviving earthlings, gathered together in the 
EarthStar society, have decided to send a representative back to Earth. 

The trip back is not going to be all that easy. Between Kojan and Earth are eight 
star systems, each ruled by evil Terrestrial Terrorists. There are also roaming fleets 
of fighter ships and pirate gangs with powerful Base Stations. 

The chosen representative is you. 

This is a very complex game, worthy of the attention of the serious outer space 
adventurer. You are in control of a space ship on a mission with a purpose. There 
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are two parts to each level in the game: the Solar System Stage and the Base Station 
Stage and each must be completed, in order, to finish the game. One player only. 


MANUFACTURER: Acclaim. (516) 624-9300 
CHARACTERS 


You, on whose shoulders rest the hopes of the entire stranded colony of 
Earthlings. 


STAR SYSTEM STAGE 
There are eight Star Systems between you and Earth. You’ll need to attack 
enemy ships whenever you can. You will be able to refuel your spaceship at 
Mother Space Stations, replenish your Weapons Supply at Armories and repair 
ship damage when needed. You can also land on planets to discover special 
surprises. 


MOVING THROUGH SPACE 
Changing Direction. Press the Right or Left arrow key until the cursor on the 
Grid Map is pointed in the direction you want to move. 
Speeding Up. Hold the “B” button and press the Up arrow. Your speed will 
increase in the range from Sublight 0 to 8. Beyond Sublight 8 is Hyperspace. 
Entering Hyperspace. Hold down the “B” button and press the Up arrow until 
you reach Sublight 8 and then press the Up arrow again. 
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EDNTAOLS 


mAP 
view 
PAUSE 


Slowing Down or Leaving Hyperspace. Hold down the “B” button and press 
the Down arrow. You can watch your rate of speed decline on the indicator. 


USING WEAPONS 
Displaying Weapon Inventory. Press the Select button; press the button again 
to return to the normal information console. 
Selecting a Weapon. Press the Start button to cycle through available weapons. 
Firing a Weapon. Press the “A” button. If you strike the enemy it will flash; 
if the enemy hits your ship, the entire screen will flash. 


NAVIGATING 

To Display or Remove Grid Map. Hold down the “B” button and press the 
Start button. 

To Change Your View. There are four available views: Forward, Back, Right 
or Left. Hold down the “B” button and press Select. 

To Land on a Planet, Base or Armory. Enter a sector marked O (Planet), B 
(Base) or A (Armory). Reduce your speed to Sublight 1 or 2 by holding down 
the “B” button and pressing the Down arrow. 


Not all of the planets you will visit will be worth the effort, but some will 
more than make up for the inconvenience. When you land, your computer 
console will give you a report on what resources are available to you there. 

You can only land on a planet in a particular sector once in each game. 
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ABOUT THE GRID MAP 
Your guide to the universe is presented on the GridMap, which is a set of 64 
boxes divided by 8 rows and eight columns. Each of the eight Star Systems is 
presented in each own grid. 


To Move from Sector to Sector. Place the cursor in the direction you want to 
move using the arrow keys and then go forward in that direction. You can 
adjust your speed if needed. 

Reading the Map. Many of the sectors of the GridMap will include letters, 
numbers os symbols. Study them carefully: 

Numbers 1-9. The number of enemy ships in the sector. 

A. The location of your Armory, where you can visit to replenish your store 
of weapons. 

B. You home base, where you can land to refuel and repair any damage. 

O. The location of a planet. 

NOTE: Following B in reverse block., 

B. The location of an Enemy Base. This will be your final battle of each Star 
System and will only appear when all of the enemy ships have been 
removed from the system. 

Reading the Map Coordinates. As you travel around the Star System, you will 
notice that your console will display information on your position. These are 
presented in the form of “coordinates” for Position, which is where you are, 
and Heading, which is the direction you are going. Each is shown as a group 
of three numbers, called X (Horizontal or Left/Right), Y (Vertical or 
Up/Down) and Z (Depth). 


BATTLE STATIONS 
Your console includes three different tracking screens to help you find enemy 
ships and bases as well as planets. 

The large screen, called the Long Range Scanner, is just right of center at 
the lower part of the console display. This presents you with a 360-degree view 
of any approaching objects. 

To the right of the Long Range Scanner are two closer trackers, the Upper 
Long Range Tracker locks in on the first enemy ship and the Lower Long 
Range Tracker (you guessed it) locks in on a second ship, if there is one. In 
addition, any planets will be seen in the lower window. 

Available Weapons. You start your mission with two types of weapons: 


Ruby Laser. A powerful, quick weapon, but one which can easily overheat and 
go out of service if you don’t monitor its status carefully on the Laser 
Overheat Gauge on the console. 

Neutron Torpedoes. Three times as powerful as your Ruby Laser, you’ve only 
got a limited number of these babies. 
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As you travel through a Star System and stop at some of the planets you find, 
you will be able to add to your armament with these weapons: 
Argon Blaster. Fires a beam of disintegrating acid. 
Heat Seeker. Tracks enemy objects, even if they are behind you and out of sight. 


Using Weapons. Press the Select button to view your weapons inventory on 
the console. To choose. a new weapon, press the Start button. To fire the selected 
weapon, press the “A” button. 

To fire a Heat Seeker, look for the special sighting cursor of that weapon—it 
looks like a set of goggles (or an infinity mark). The special cursor will light up 
when an enemy is locked onto; press the “A” button at that moment to shoot. 


BASE STATION STAGE 
Once you have defeated all of the enemy ships in a particular Star System, you 
will earn the right to challenge the enemy base station. Here you’ Il face a tough, 
arcade-like shooting match against a barrage of enemy weapons. The screen 
will scroll from left to right, and your ship will always be moving to right unless 
you pause the game or stop your ship. 


To Speed Up. Press the Right arrow. 

To Slow Down. Press the Left arrow. 

To Execute a Barrel Roll. Hold the “A” and “B” Buttons while pressing the 
Up or Down arrows. You can only perform this effective defensive maneuver 
when your Shield Power-Up is activated. 

To Fire Your Front Weapon. Press the “A” button. 

To Fire Your Rear Weapon. Press the “B” button. 

To Pause or Restart. Press the Start button. 


As you fly along and shoot enemy ships, you will come across various 
Power-Ups. To pick them up, fly directly into them. 


Weapons. There are front-facing weapons, indicated with triangles or arrows 
that face to the right, and rear-facing weapons, indicated by triangles or 
arrows that face to the left. Once you pick up a new weapon, you will 
automatically start using that weapon. To select a different one, press the 
Start button to pause the game, then use the Up or Down arrows to choose 
wither front or rear weapons and then use the Left or Right arrows to move 
through available options. 

Extra Lives. Look for the stars. 

Shields. The circles give you the shields you’ II need to be able to perform barrel 
rolls. 


You will enter your first Base Station with three lives. You can lose lives by 
being hit three times, or by running out of energy. The game is over when all 
lives have been lost. 
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You can gain extra lives by grabbing the Star symbols. Once you complete 
a Base Station, the number of lives you have left is carried over to the next Base 
Station stage, and that will be the number you will start with. 

The only way out (alive) from a Base Station is to defeat the Terrestrial 
Terrorist leader at the end of the corridor. When he is knocked out, you will 
automatically be taken into the next Star System. 


SCORING POINTS 
The purpose of this game is survival, not points, but you will be racking up some 
numbers as you proceed. Here are the scoring rules: 


SLOW ENEMY FAST ENEMY 
SHIPS SHIPS 

Ruby Laser 200 250 
Argon Laser 200 250 
Neutron Torpedo 400 500 
Heat Seeker 100 200 
Destruction Bonus 

(After 4 Hits) 1,000 1,500 
Intercepting 

Enemy Fire 200 
Finding a Power-Up 500 
Completing a Level 1,000 

POWER PLAYER HINTS 


When you get to the outer edge of a sector on the GridMap you will eventually 
“wrap around” to the opposite side. Think of the grid as a globe, and you can 
see how you can save some time by going all the left to go to the right, for 
example. 

It is almost impossible to complete a Base Station stage without grabbing 
every Power-Up that comes your way. 

Hyperspace uses a tremendous amount of energy and should be used only 
when absolutely necessary. 


Destination Earthstar is a trademark of Acclaim Entertainment. © 1989 Acclaim Entertainment. 
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DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 4 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 17 


This is an old arcade classic, rather outclassed by more contemporary games but 
still an important part of any serious collector’s shelf. 

Galaga are unknown aliens in an insect shape. They fly in formation. The boss 
Galaga, in the highmost position, has a tractor beam that can capture one of your 
fighters. 

Galaga was itself an update to the classic Space Invaders game. Your assignment 
is to move your fighters left or right (there is no up or down) and defend yourself 
against the missiles and suicide attacks of the Galaga aliens. The game just goes 
on and on and on—becoming more difficult but not different. One unusual aspect 
of the game is the ability to retrieve captured fighters from the descending Galaga 
Commander’s tractor beam. One or two players. 


MANUFACTURER: Bandai America 
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CHARACTERS: You against them. 


CONTROL PAD 
Arrows: Move your fighter left or right with the Left or Right arrow keys. 
“A” or “B” BUTTONS: Fires missiles. 


NUMBER OF WORLDS ; : 
Infinite. Every third level includes a “challenge” mode for extra points. 


NUMBER OF LIVES 
3 to start. You will be rewarded with an extra fighter any 30,000 and 70,000 
points, and again for every 70,000 points after then. 


HOW TO CAPTURE THE BEASTIES 
Aw, shoot. It takes two hits to destroy the boss Galaga. Among the various 
Galaga baddies is one which will change its shape and split into many pieces. 
If you can track down and destroy all of the pieces; you’ ll gain bonus points. 
The boss Galaga is the only one with a tractor beam. If you can shoot down 
the boss, the other Galagas on screen will be temporarily weakened. This is a 
good time to go for as many of the other Galagas as possible. 2 
If your fighter is struck by the tractor beam of the boss Galaga, it will be _ 
captured. If you can shoot down the Galaga before your fighter is removed from 
the screen, it will be released and you will have two fighters on the screen at 
once. 


CHALLENGE STAGE 
Every third stage is a Challenge Stage. Nine different Galaga ships will appear 
on the screen and fly about at random. If you can destroy all of them, you’ ll pick 
up a cool 10,000 points. 


SCORING POINTS : 
Points vary, depending on the type of attacks and the condition of the enemy. 
Conditions include waiting, attacking or flying in formation. 

There is a 10,000 point bonus available if you can knock down all of the aliens 
in one of the Challenge stages. 

You can earn 1,000 to 3,000 bonus points by destroying all of a transformed 
Galaga. 


POWER PLAYER HINTS 
Your strongest position is when you have dual fighters on the screen. You might 
want to deliberately allow the tractor beam to take one of your fighters and then 
shoot down the Galaga to release it and give you two fighters. 


Galaga is a trademark of Namco, Ltd. © 1981, 1985 Namco, Ltd. 


276 Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


Image Fight 


DIFFICULTY: Apprentice-Master of the Game 

GRAPHICS: (1-10) 6 SOUND:(1-5) 3 

RESPONSE: (1-10) 6 FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 21 


This game starts out looking like a very ordinary outer space shoot-em-up, and in 
fact one that is not particularly inspired. You’ ve got your little ship at the bottom 
and hordes of alien craft come out of the top corners and swoop down toward you. 
We’ve seen all of that before. 

But Image Fight deserves some mention because it simply does not quit. The 
challenge gets harder and harder as it goes along, and at some point in the game—if 
you can catch your breath—you will admit that it is no longer your ordinary outer 
space shoot-em-up. 

In the next century, it seems that the Earth’s moon has exploded into four large 
fragments and a cloud of meteors after aliens have destroyed a moon base. And, 
the aliens have taken over the master computer on the moon. 

You start the game with five stages of increasingly difficult “practice” in a 
combat simulator. When you clear a stage, you will need to earn an achievement 
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rating of 90 percent or greater in order to progress to “real” combat. That’s one 
tough top gun school! 
We worked with an early preproduction copy. One or two players. 


MANUFACTURER: Irem America. 
CHARACTERS: You, the only hope for mankind. 


CONTROL PAD 
Arrows: Moves the fighter up, down, left or right on the screen. 
“A” BUTTON: Alters the ship’s speed with a blast from the rocket. That same 
blast can also be used to damage enemies coming up from behind you. 
“B” BUTTON: Fires weapons. 
“A” and “B” BUTTONS: When equipped with red or blue Launch Pods, the 
fighter’s power is enhanced by pressing both buttons together. 


NUMBER OF LEVELS 
There are five levels of combat simulation and three levels of actual combat. 
Here are the simulation levels: 


In Stage 1, you will be battling over the enemy base. The Boss is the Pincer Pest 
who is equipped with nasty ring lasers. 

Stage 2 gives you the right to battle a Wombat warship. You'll have to come 
up from behind to take it down. 

Beware of Cucamonga, the Boss of Stage 3, which takes place in an abandoned 
mine overrun by the enemy. 

Stage 4 is owned by Sweet Patootie, but we would not suggest you make any 
wisecracks about his name. This is a fierce battle to get to the elevator shaft. 

In Stage 5, your last round of simulation, you’ ve got to face hard-shelled Scura 
and hard-headed Medusa. 


Once you have passed the drills with a satisfactory score, you are ready for 
real combat: 


The Enemy Space Base. You’ ll have to weave your way carefully through the 
Omni-Badship’s defense system. 

The Enemy Flagship. The Bombaster is hiding within a meteor swarm. 

The Final Target. The moon is the home of the master computer. 


NUMBER OF LIVES: Three to start 
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SPECIAL ITEMS 
i The Power-Ups in this game come with a little twist. You’ll see pretty little 

green pearls floating by from time to time, and your inclination will be to grab 

them. Don’t! Instead, shoot them until they explode and change into Red, Blue 
or Launch Pods. 

Blue Pods fire forward. Red Pods fire in the direction away from the one your 
fighter is moving. Launch Pods give you special weaponry, including: Shields, 
Reflecting Balls, Seeking Missiles, Drilling Lasers, Rippling Lasers, V-Cannons 
and Side-Shooters. 


Image Fight is a trademark of Irem America Corp. © 1990 Irem America Corp. 


Isolated Warrior 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 6 SOUND: (1-5) 3 


RESPONSE: (1-10) 6 — FUN: (1-10) 6 
ULTIMATE RATING: (0-35) 21 : 


All of the people and all of the other soldiers had enough sense to leave the planet 
Pan when it was attacked by an alien force with the power to consume all living 
things, machines and buildings. 

But not Max Maverick. Armed with bombs and laser beams and equipped with 
a motorcycle, a hovercraft and his own wits, he stays behind to fight. 

We looked at preproduction materials for the game. The graphics were above 
average, with a simulation of 3-D. One player only. 


MANUFACTURER: NTVIC 


CHARACTERS 
You are Max Maverick, the only member of the army of the planet Pan to stand 
and fight against the alien invaders. 


CONTROL PAD 
Arrows: Move Max up, down, left or right or on the diagonal. 

When Max is on his motorcycle, press the Down arrow to do a “wheelie” 
over obstacles. When in the wheelie mode, Max will not be damaged if he 
crashes into an enemy, but he can be hurt if hit by a bullet from an alien. 

“A” BUTTON: Press once to Jump. 
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Press a second time while in the jump mode to fire a bomb. 

Press and hold the A button for a jump and somersault. If you release and 
then press the button again while Max is turning a somersault, when he lands 
the bomb will start spinning and move in the direction in which it was fired. 

“B” BUTTON: Press to fire a laser beam. 
Select: Press to change to the shooting mode. 


NUMBER OF WORLDS 
There are six stages in the game, plus a special 7th final stage for expert players. 


WEAPONS 
Max has two weapons: bombs and laser beams. Each weapon, though, can be 
upgraded through four levels beyond the basic power by grabbing special items 
in the game. 

Bomb power levels affect the direction of the blast; in levels 1 through 3, you 
can “steer” the bomb’s direction by press the appropriate arrow key as you fire. 
Note that grabbing one too many special bomb items will be costly. When Max 
is defeated, his bomb level will drop down by one. Here are the bomb levels: 


Level 1. Fires 1 direction. 

Level 2. Fires in 3 directions. 

Level 3. Fires in 5 directions. 

Level 4. Fires in 8 directions. 

Level 5. All bombs wiped out, and level dropped down to Level 4. 
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Laser beams can be fired in the a wide manner (referred to in the manual as 
Spread but using the “W” as a symbol in the game) or in a focused manner 
(referred to in the game under the letter “L” for some reason). You can choose 
either one by pressing the Select button in play. The firing modes will increase 
as you pick up special items along the way. Here are the levels: 


Spread (W) Level 1. 1 direction. 

Spread (W) Level 2. 2 directions. 
Spread (W) Level 3. 3 directions. 
Spread (W) Level 4. 4 directions. 
Spread (W) Level 5. 5 directions. 


Focused (L) Level 1. 1 beam forward. 

Focused (L) Level 2. 1 beam forward and 1 beam backwards. 
Focused (L) Level 3. 2 beams forward and 1 beam backwards. 
Focused (L) Level 4. 2 beams forward and 2 beams backwards. 
Focused (L) Level 5. 3 beams forward and 2 beams backwards. 


Use the Spread weapon for aliens spread over a large area. Use the Focused 
beam for any aliens behind you, and for fighting the big bosses at the end of 
each stage. 


SPECIAL ITEMS 
As you move through the game you will come across special items including: 


Beam Spread (W). The spread laser beam will increase by one level for each 
3 icons Max grabs. 

Beam Focus (L). The focussed laser beam will increase by one level for each 
3 icons Max grabs. 

Bomb. Increases Max’s bomb power level. 

Bullet. Increases Max’s bomb capacity. 

Bonus. Bestows bonus points. 

Speed Up. Increases’ Max’s speed. 

Life Recovery. Restores the damage from two hits. 

Barrier. A shield of invulnerability that will protect Max from the next five 
attacks. (During the fourth attack, the barrier will start to blink to warn you 
that the shield will soon disappear.) 


Isolated Warrior is a trademark of Vap Inc. © 1990 Vap Inc. 


Space Wars 281 


The Last Starfighter 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 


This is an unusual game based on an unusual sci-fi movie of a few years back. 

You—the hero of the game—are a champion videogame player (you knew that, 
right?) One day as you are deep into your favorite game, “Starfighter,” you are 
contacted by Centauri of the planet Rylos and notified of your acceptance into the 
elite Starfighter Corps. It seems that the game you are playing serves as an 
electronic recruiting school for Rylos, and you have passed the test. 

Rylos is a peaceful planet, part of the Star League surrounded by a protective 
shield called the Frontier. But it seems that Xur, the unruly son of the Emperor of 
Rylos, has joined forces with the hostile Ko-Dan race and is trying to take his dad’s 
throne by force. 

The mission is to destroy waves of Xurian fighters, and then the Command Ships 
that control them. Take advantage of your ability to reverse direction and speed up 
or slow down your fighter to take out as many of the surface objects and Xurian 
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fighters as you can; eventually, you’ll see a message that says “Land Now,” 
advising you to come in for an approach on the master runway. One or two players. 


MANUFACTURER: Mindscape 


CHARACTERS 
You are the last starfighter, grabbed from out of your video game and into the 
real (?) world of intergalactic combat. 


CONTROL PAD 

Arrows: When moving to the right, press the Right arrow to go faster and the 
Left arrow to slow down. When you are a stop, press the Left arrow to turn 
the ship around completely. When moving to the left, the arrow commands 
are reversed. 

Press the Up or Down arrows to move from side to side on the screen. 

“A” BUTTON: Press and hold, together with the Up or Down arrows to turn 
sideways to travel through narrow passages. Press the combination again to 
cycle through all of the ship’s possible positions. 

“B” BUTTON: Press to fire the laser. 


NUMBER OF LEVELS: There are 15 Command Ships to be destroyed. 


NUMBER OF LIVES 
You have three lives to lose. Each time you destroy a Command Ship, you will 
be transported to the next planet under attack and you will be granted an extra 
life. You will also earn an extra life when you receive 10,000 points. 


SCORING POINTS 
Explodable surface feature: 50 points 
Enemy fighter on runway: 200 points 
Airborne enemy fighter: 100-1000 points 
Destroying all fighters in a wave: 100 points 


You can earn extra bonus points in the Fuel Rod Chamber after you land on 
the chip. You’ll see a pyramid-shaped set of lights. Press the A or B button 
when the bonus indicators are lit to advance to the next level. 


ENEMIES 
Each Command Ship is protected by at least two types of weapons: airborne 
fighters and homing mines. Fighters patrol the airspace over the ships. The best 
way to destroy them is to come in from behind them and shoot. On the surface 
of the ships you will see flashing generator ports with Homing Mines. If you 
hear a beeping sound, you’ll know that a mine has been locked onto you and 
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launched. You cannot destroy them, but you may be able to weave and dodge 
to avoid them. Watch out also for surface objects such as meteor shields, 
antennas and other device sticking out of the ship. 


The Last Starfighter is © 1983 by Universal/Lorimar. Program © 1989, 1986 GraftGold Ltd. Game pak 


trademark Mindscape Inc. 
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Low-G Man 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) 18 


Hello, Low-G Man. That’s quite a backpack you’ve got on. It lets you defy the 
laws of gravity, which is a neat trick when it is you—and only you—up against the 
_ dangerous army of transformed enemy robots. 
You see, it seems that here in the year 2284 an advanced race of aliens has 
managed to capture—and then turn around—the planet Earth’s most sophisticated 
` robots. The aliens have proceeded to download the robot’s programming, and have 
created whole worlds full of robots now that are headed toward Earth. 
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It is up to you, the most powerful of the Low-G Men to go out and fight to save 
the Earth. One player only. 


MANUFACTURER: Taxan USA. 
CHARACTERS: Yo! You’re Low. 


CONTROL PAD 

Arrows: Press the Left or Right arrows to walk in those directions. 

Press the Left or Right arrow twice quickly to make Log-G Man run. 
Press the Left or Right button while in the air to jump in one of those 
directions. 

“A” BUTTON: Press to Jump. The longer the A button is held down, the higher 
you will jump. The upper limit, of course, depends upon how much anti-grav- 
ity material (AGM) has been collected by Low-G Man. 

The A button also controls jumping while inside an enemy vehicle. 

“B” BUTTON: Fires the Electro-Magnetic Disruptor Pistol (EMDP. 

Also controls the special weapons when selected, and firing the vehicle 
weapons for the Walking Vehicle and the Hover Vehicle. 

When using the armor-piercing spear, press the B button together with 
the Up arrow to stab up; press the B button and the Down arrow to stab down. 

Start: Press the Start button while playing the game to go to the Weapon Select 
screen; this also serves as a pause. 

While in the Weapon Select screen, use the Left or Right arrows to select 
a captured weapon. Press the A button to resume play. 

Select: Switches between the EMDP and the selected Special Weapon during 

play. 


JUMPING 
At the start of the game, Low-G Man can jump about three-quarters of the screen 
high. As he collects AGM (Anti-Gravity Material) capsules, he will be able to 
leap higher. With the maximum of three AGM capsules in his Low-G belt, our 
hero can soar one-and-three-quarters screens high. 


NUMBER OF WORLDS 
There are five sectors in the game, with a total of 15 scenes and 15 bosses. 


NUMBER OF LIVES: Three to start. 
SECRET WEAPONS 


You begin the game with the very basic Spear and EMDP, but you can also 
capture and use some of the weapons of the enemies. Anytime you see an enemy 
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using one of the weapons, go after him and destroy him. Grab the icon he leaves 
behind. The available weapons, and the enemies who carry them, include: 


Bomb. Blastoid and Explodor. 
Boomerang. Throwbakk and Overhand. 
Fireball. Skorcher and Burnmax. 
Wave. Konkussion and Forceface. 


Each of the weapons has four power levels; at the highest power levels, the 
weapons will shoot in multiple directions. Each time you capture an additional 
icon, your weapon will increase a level. 

Each icon is worth three bullets. Once you have depleted your stock of bullets, 
your weapon will remain at the current power level while you search for another 
icon. 

To select a weapon, press the Start button to go to the Weapon Select screen. 
Use the Left or Right arrows to select a captured weapon. Press the A button 
to resume play. You will be able to use the weapon for as long as it has bullets. 
When you want to switch back to the basic Electro-Magnetic Disruptor Pistol, 
press the Select button. 


VEHICLES 

You can also capture and use some of the vehicles driven by enemy robots. To 
capture a vehicle, freeze it with a shot from the EMDP, then jump on and spear 
the robot driver. 

You will be able to drive the vehicle for as long as you have fuel; keep an 
eye on the VEF indicator on the status bar. 

While inside a vehicle, Low-G Man cannot be hurt. (One exception: If you 
grab a Red Medicine icon, you will still lose half a life bar section.) 

The vehicle itself, however, is not invulnerable. Each time it is hit, it will lose 
5 fuel points. When you run out of fuel, the vehicle will blow up, but Low-G 
Man will safely escape. You can also exit the vehicle before fuel is gone by 
pressing the Select button. 
Here are the vehicles: 


Walker. Includes a powerful machine gun sweep that will send out a stream of 
bullets each time the A button is pressed. Your supply of bullets is unlimited, 
too. If you touch an enemy or a bullet while in the Walker, your vehicle will 
lose 5 fuel points. 

The Walker’s special move is the ability to jump two screens high, all the 
way to the top of the playfield. Press the A button to jump, and while in the 
air, press the Down arrow. When the walker lands, it will crouch down for a 
short while; keep your finger on the Down arrow and then press and hold the 
A button again and it will soar! 
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Spider. The Spider has no weapon since the vehicle itself is a killing machine. 
Touch any enemy with the Spider and it will be destroyed. The vehicle will 
lose five fuel points if hit by a bullet. 

The Spider has the special ability to climb on the ceilings. Press the Down 
arrow to make the Spider crouch, and then press and hold the A button. While 
the vehicle is in the air,press and hold the Up arrow until you hit the ceiling. 
While you are on the ceiling, gravity is reversed: for example, if you “jump” 
while on the ceiling, you will fly down but then fall back up to the ceiling. 

To return to the floor, press the Up arrow to make the Spider crouch, then 
press and hold the A button. While in the air, press and hold the Down arrow 
until you hit the ground. 

Hover. The Hover’s weapons are bombs. You can hover (float) above an enemy 
and drop a carpet of bombs. Your supply is unlimited. If you are touched by 
an enemy or hit by a bullet, your vehicle will lose five fuel points. The vehicle 
has no special moves. 


SPECIAL ITEMS 
After you defeat some of the enemies, they will yield up a special item. Grab 
them (but watch out for the Red Medicine) to improve your fighting ability: 


Life Up. Adds one life. 

Blue Medicine. Increases your life bar by half a section. 

Red Medicine. Decreases your life bar by half a section; do we have to tell you 
what to do when you see one? 

AGM. Anti-Gravity Material, increases maximum jumping height. 

Spear Power. Look for the RED winged item to increase the length of your 


spear. 

EMDP Power. Look for the BLUE winged item to increase the capabilities of 
your Electro-Magnetic Disruptor Pistol. 

Shield. Makes Low-G Maan invincible for about ten seconds. 

Blue Bonus. Look for this bell-shaped item for 1,000 points. 

Red Bonus. This bell item is worth a cool 5,000 points. 


ENEMIES 
You will have to meet—and defeat—a multitude of bad guys and supper bosses. 
Here are the Bosses: 


Sector 1-1: Robocrane. Go for the crane first. 

Sector 1-2: Lumpy. If you’ve got the power, you’ve got this guy. 

Sector 1-3: Metal Head, Very Pe but very dumb. Destroy the turrets first and 
then go for the head. 

Sector 2-1: Airswimmer. Stay Fey from the icicles. 

Sector 2-2: Spiron. Save some points on your life bar for a tough battle against 
this wet head. 
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Sector 2-3: Supersub. This is no machine! Use your EMDP against this alien. 

Sector 3-1: Eggriphobe. Use your weapons against this energy capsule boss 
in the cave. 

Sector 3-2: Arachnoid. Go for the turrets first and stay out of harm’s way on 
the sides. 

Sector 3-3: Octopite. 

Sector 3-4: Supertank. A gigantic enemy vehicles. You can’t stop the spiked 
balls, but you can destroy the turrets. 

Sector 4-1: Metorilla. Freeze ’em. 

Sector 4-2: Fourarm. You'll need to find just the right weapon and just the 
right angle to defeat this guy. 

Sector 4-3: The Mother Ship. 

Sector 5-1: Warpwing. Cold comfort here. 

Sector 5-2: The Mystery Boss. Come here with all of your power and weapons. 


SUPER SECRET! To hear a sound test, use as your password SONG. 


POWER PLAYER HINTS 
You will score more points if you can defeat an enemy without using your 
EMDP to freeze him first. However, beginning players may want to gain some 
experience by using the freeze weapon at first. 

Once you are fully powered up, you can go back to freezing most of the 
enemies. At this advanced stage in the game, you’ ll want to stop concentrating 
on points and instead save your life power to battle the bosses. 

To destroy the boss of the first scene, attack the top of the crane and then 
spear the driver through the roof. You can also defeat the crane portion with the 
Walker if you have enough fuel. 


POWER ZOOMING 
You will be allowed to continue your game once you have lost all of your lives. 
Your weapons levels and quantities will be reset to zero. 


Low-G Man is a trademark of Taxan USA Corporation. © 1990 Taxan USA Corp. 
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Metal Fighter 


DIFFICULTY: Novice-Apprentice 
GRAPHICS: (1-10) 6 SOUND:(1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 22 


A 
POWER 10090 


Shoot, they said. Not much of a story line here, except to say that you are the pilot 
of an MCS-920 Metal Fighter craft, returning from three centuries of intergalactic 
missions to find a planet completely infesting by nasty aliens. Fight, fight, fight: 
in barren landsapes and colorful coral reefs and frozen underground cities. 

This is not an easy game. It is, though, a pretty one. The colors are drawn from 
a pastel palette, somewhat like those used on the Fantasy Zone arcade and video 
games. Some of the scenes are made up of nicely drawn independently scrolling 
fields, giving a decent imitation of 3-D. One player only. 


MANUFACTURER: Color Dreams. (714) 579-0693. 


CHARACTERS: You are the pilot of the Metal Fighter. 
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CONTROL PAD 
Arrows: Moves the Metal Fighter Up, Down, Left or Right. 
“A” BUTTON: Makes Metal Fighter jump. 
“B” BUTTON: Push to fire. 
Hold the B button down for several seconds to generate a powerful plasma 
ball. The power indicator on the bottom of the screen will increase; release 
the button to fire the ball. 


NUMBER OF LEVELS 
There are seven worlds, each with a different appearance. At the end of each 
world is a different Alien Tyrant who must be defeated. The seventh world is 
the alien heart, a most difficult challenge. 


First Level. Shoot everything that moves. When you get to the first boss, go 
down to the lower right comer and wait for him to move out and then shoot 
him from behind. 

Second Level. Stay in front of the boss, shooting all the time. Drop down when 
he comes toward you. 

Third Level. Shoot the boss from behind again. : 

Fourth Level. Fly high or stay low. The trick to defeating the boss here is the 
same as in the first level. 

Fifth Level. A relatively easy level, and another one where the key to the boss 
is to come up from behind. 

Sixth Level. Keep moving. 

Seventh Level. Shoot at the boss from in front until he gets too close, and then 
duck behind him. 


NUMBER OF LIVES 
The robot starts with 3 lives. Each shield pack can withstand no more than 3 
direct hits or contacts with the enemy. The shields can be restored by capturing 
weapon capsules. 


WEAPONS 
Each new life begins on the ground with a shield that can withstand no more 
than three hits, and are armed with a straight line plasma ball weapon. Other 
weapons are available by shooting down weapon capsules you will see on 
screen; when you hit the weapon capsule an Option Square will light, telling 
you what you will gain when you grab the capsule. Here are the available special 
features: 


Speed Up (S). Boosts speed of the Metal Fighter. 

Upgraded Firing (U). Gives you an extra plasma ball from an extended gun; 
this feature does not go away from when you obtain other firing powers. 

Double Laser (D). Two extra lines of fire. 


290 Ultimate Unauthorized Nintendo Game Strategies, Volume 3 


Laser (L). Multi-angled firing capability. 
Mega Shield (M). Short-range rapid circular fire. 


ENEMIES 
There are at least 27 strange enemies you are going to meet, greet and defeat 
along the way. They include Megabees, Malimers, Mutangel, Mushroom Pods, 
Hoard Bombers and Helifish. At the end of each world you will meet Alien 
Tyrants, including: 


Star Kraken. A strange squidlike creep that fires energy leeches and poisonous 
pellets. 

Crabnabula. Ah spit: an ancient carnivore with acidic saliva. 

Spidercraft. The master controller. 


POWER PLAYER HINTS 
In general, the best weapon to use through the whole game is the Mega Shield, 
because it does not just destroy enemies but also the bullets they shoot. 
There are plenty of Speed Up capsules available, but we don’t recommend 
you use them in an ordinary game; your Metal Fighter moves fast enough. 


Metal Fighter is a trademark of Color Dreams, Inc. © 1989 Color Dreams, Inc. © 1989 Joy Van. 


Robo Demons 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 3 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 4 
ULTIMATE RATING: (0-35) 15 


This is one of those strange mixtures of yesterday, today and tomorrow. It seems 
that an evil demon king by the name of Kull has found a way to transplant the souls 
of demons into the bodies of machines. Guess what they’re called? That’s right, 
Robo Demons. 

But fear not, citizens of earth. You are a great warrior, armed with a magical 
boomerang. (Doesn’t sound like much of a match to us.) With this weapon, you 
must find a way to get through the seven gates of Hades that stand between you 
and King Kull. 

Look for the condemned souls of your ancestors scattered about in the various 
levels of Hades. Free them by touching them, and you’ll make their day. 
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This is not the highest quality game we have seen for the Nintendo; the graphics 
are relatively primitive and there is nothing unusual about the play action. About 
all that we found unusual were a few of the recorded voices. There’s a great set of 
gongs at the start of the game, and your hero will let out-a convincing “Aargh” 
when he dies. One player only. 


MANUFACTURER: Color Dreams 


CHARACTERS 
Our hero has no name other than A Most Great Warrior. He has a strange set of 
powers: a set of booster rockets that allow him to fly in some places, and a 
magical boomerang to throw. 


CONTROL PAD 
Arrows: Move the hero in the direction indicated when he walks or flies about. 
“A” BUTTON: Throws the boomerang. You can throw it again once it returns 
to your hand. 
“B” BUTTON: Makes the hero jump when walking. 
Select: Displays the score and level map. 


NUMBER OF LEVELS 
There are seven levels in the demon empire, and your assignment will vary from 
level to level. Before entering each level, your nameless hero will have to fly 
through a long tunnel filled with demons and evil spirits. The levels are 
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Bone. Find the key to unlock the door at the end. 

Flesh. There are no obvious pathways here; you must go through the living 
walls themselves. Beware of the lake of acid bile. You’ll need the key to get 
out. 

Fire. Avoid the flaming pools and the fire demons, and watch your timing on 
the moving platform bridges. Find the key. 

Condemned Souls. Your goal here is to free the spirits of your ancestors, held 
captive by the demons. When you've sprung them all, the door will open. 
Demon. The key is hidden in a treasure chest guarded by a magical statue of 

the demon Kull. 

Robodemon Factory. You must destroy the machine, and the demon techni- 
cians who serve it. 

Palace of the Demon Kull. 


NUMBER OF LIVES 
You start the game with four lives, made up of six heart-shaped life units. 


SPECIAL ITEMS 
Keys. And what are keys for? 
Magical Doors. Some doors need more than a key to unlock them; you must 
complete the quest for the current level in order for them to slide open. 


ENEMIES 
Your main enemy, of course, is the Demon Kull, king of Hades. He is assisted 
by Robodemons; you'll have to kill them twice, once for the machine and once 
for the demon within. 


Robo Demons is a trademark of Color Dreams, Inc. © 1990 Color Dreams, Inc. 


Vindicators 


DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 


RESPONSE: (1-10) 5 FUN: (1-10) 5 
ULTIMATE RATING: (0-35) 18 


This is another one of those basic outerspace alien shoot-em-ups with a small twist: 
instead of a superduper spaceship, you’ve got a superduper battle tank, called a 
Vindicator. 
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This is a competent translation of an arcade hit to the Nintendo screen. The story 
is: we’re in the year 2525 and the poor planet Earth is once again in grave peril. It 
is under attack from no less than 14 evil alien space stations. Your job is to get 
through each of the space stations and reach the Control Center within. You loot 
the center of anything worth keeping and then blow it up, collecting the key to the 
next level. 

You can collect battle stars and other items to power up your tank for the 
challenges ahead. One or two players. In the 2-player game, both players are on 
the screen at the same time and cooperate in the battle. 


MANUFACTURER: Tengen. (408) 433-3999 


CONTROL PAD 
Arrows: Move your Vindicator tank forward, backward, left or right on the 
screen. 
“A” BUTTON: Shoots a special weapon. 
“B” BUTTON: Shoots the normal weapon. 
Select: Switches between Smart Shots and Bomb Cannon special weapons. 


NUMBER OF WORLDS: There are 14 alien space stations to be cleared. 
SPECIAL ITEMS 


Grab as many fuel canisters and battle stars as you can. If you run out of fuel, 
you run out of any chance to win. The amount of fuel you’ll have to start will 
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vary, depending on how far you are into your quest. At the easy beginning level, 
you’ ll start with six fuel units; medium levels give you five and the hardest levels 
just four. The most fuel you can collect is 40 fuel units. 

You can collect your battle stars and use them to buy essentials such as 


Tank speed and fuel. 

Increased shot range. 

Increased shot power. 

Force shields. Lets your tank withstand more hits before it is destroyed. A full 
stash of shields may be a necessity when it comes to fighting against the 
Enemy Bosses. 

Smart Shots. A special weapon that can home in on any type of enemy on the 
screen, except for mines and electric towers. 

Bomb Cannons. The other special weapon, much more powerful than a regular 
shot. 


When you make it into the Control Center in each round, you may have some 
time remaining on the clock. Pick up as many objects as you can before the 
clock runs out, and then exit the room before it blows up. If you are still in the 
room when it blows, you'll lose half of your fuel. 


ENEMIES 
You'll find a wide range of bad guys scattered about the various space stations 
and in the doorways between levels. The Enemy Bosses include: 


GunGun. The recommended attack uses bombs, shields and shot power. Or, 
you can try to stay out of range of GunGun and lob your bombs in his 
direction; this method may take a while to work. 

Mega-Brain. Use smart shots to weaken it and then aim for its eyes with your 
projectiles. 

Sentry Robot. Bombs away! 

Skull Sentry. Also vulnerable to bombs. 


The enemies have a fleet of special vehicles at their disposal, including: 


Aggressor. A deadly tank that will track and follow you. 

Darter. It zizzes arid snags and comes at you again and again. 

Hovercraft. Perhaps the most dangerous of all, it is like a flying Aggressor with 
a lot of firepower. 

Orbiter. Circles around you like an annoying mosquito until it comes in for the 
attack. 

Saucer. A big enemy, it can only be destroyed by Smart Shots. 
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| ALWAYS WANTED TO KNOW 
Howin the world do! defeat some of these bosses? I don’ t seem to have a chance. 
You don’t . . . unless you are armed to the teeth and fully protected. The 
designers of the game recommend that you first of all have at least 20 Shields, 
at least 20 bombs and full shot power. But before you get close, try softening 
up the boss with a bunch of Smart Shots. 


Vindicators is a trademark of Atari Games. © 1988 Tengen, Inc. 
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War Games 


Code Name: Viper 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND:(1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) ó 

ULTIMATE RATING: 23 


Another battle in the jungle against ruthless drug lords. 

You are the renowned Soldier of Fortune Mr. Smith. At the start of the game, 
yov’ll meet with your controller, Commander Jones. (Where do they come up with 
these wonderful names?) 


-291 
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Jones will tell you about your mission in South America and provide a clue to 
help you with your first fight. You can zip through the opening scenes by repeatedly 
pressing the “A” button. One player only. 


MANUFACTURER: Capcom. (408) 727-1665 
CHARACTERS: Yes, Mr. Smith? 


CONTROL PAD 

Arrows: Move the Viper up, down, left or right on the screen. The left or right 
keys can be used while the Viper is jumping or falling; the Up or Down 
buttons can be used to climb or jump. Remember that all weapons can be 
used while the Viper is in motion, too. 

To enter a closed door, stand in front of it and press the Up arrow. 

“A” BUTTON: Jumping. Hold down the button for a higher jump. To leap off 
a cliff or up onto a ledge, use the “A” button together with the Up or Down 
arrows. To jump across an open area, press the “A” button together with the 
Left or Right arrow. 

“B” BUTTON: Fires weapons. If the Viper has both a handgun and a machine 
gun, this button will always use the stronger weapon (the machine gun) until 
it runs out of ammunition. 


NUMBER OF LEVELS 
There are nine levels. At the beginning of each mission, you will see an overhead 
view of South America, with the positions of the various enemy fortresses 
indicated, along with a closeup map of the next area you must travel to. 
You’ll need to discover an enemy bomb to be able to exit each level. The 
bomb is held by an enemy soldier hiding behind one of the closed doors. 
At the end of each level you will meet with an agent with a confidential 
message. 


NUMBER OF LIVES 
Three to start. If Viper touches an enemy, he loses one of his two points. If he 
is shot, he loses both points and one life. 


BEHIND THE DOORS 
You’ve got to search inside any closed door you come across in the fortresses 
and elsewhere. To enter a doorway, stand in front of it and press the Up arrow. 
Here are some of the things you’ll find behind the doors: 


Captured Civilians. You’ll free them by discovering them. 
Extra Ammunition. 
Machine Gun. 
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Extra Time. 
Captured Soldier. You'll need to find this guy to get the bomb you’ ll need to 
exit each level. 


WEAPONS 
The Viper begins the game with only a handgun and just 50 bullets. Look for 
the Extra Rounds symbols hidden throughout the fortress for additional am- 
munition. 


ENEMIES 

There is an entire army of bad guys within this game; they are all dangerous but 
some are more dangerous than other. Nearly all of the enemies you meet—ex- 
cept for the blue soldiers—must be hit twice in order to go down. (The blue guys 
will be destroyed by a single shot.) And, not all of them will go down when hit 
by a single shot. The enemy army is made up of: Frogmen, Snipers, Napalm 
Throwers, Maniacs, Green Soldiers, Blue Soldiers, Brown Soldiers and Pink 
Soldiers. 


POWER PLAYER HINTS 
In Level 8, the safest place to deal with the armless statues is right in front of 
them. In this same level, you can dispatch most snipers by jumping up and 
shooting at the same time. 

Ifan enemy is right on your tail and there is a closed door nearby, duck inside 
and continue to hold the Up arrow. You will be able to safely wait inside until 
the enemy is a bit farther away. Release the arrow key to exit the door. 

Watch for the snipers; in Level 2 and some later points, the snipers will betray 
their presence by a little green dot in the window. Shoot first; if they pop up 
first, try leaving the area and then reentering. 


USING PASSWORDS 
We’ll give you a few passwords here for one-player and two-player games. Use 
them to get an idea of what the upper levels look like, but remember that you 
haven’t beaten this game unless you do it all by yourself. 


One Player Two Player 


Area 1 028336 217298 
Area 2 059879 7711857 
Area 3 232766 696017 
Area 4 040471 535558 
Area 5 545034 535558 
“Area 6 525956 - 397259 
Area 7 081620 866958 
Area 8 171602 098233 


BOSS 132227 178048 
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POWER ZOOMING 
If you have a password from a previous game, you can resume play at that stage 
by entering the code at the beginning of the game. 


Code Name: Viper is a trademark of Capcom U.S.A., Inc. © 1989 Capcom U.S.A., Inc. 


A 


Genghis Khan 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND: (1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 7 

ULTIMATE RATING: (0-35) 20 
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Politics is hell. And so is marriage, taxation, espionage, agriculture and war. 

Now you know most of what you need to begin the game Genghis Khan, the 
third in the series of extremely complex historical simulations for Koei Corp. These 
are without doubt the most detailed games available for the Nintendo Entertain- 
ment System thus far, housed within an unusually large 2-megabit ROM cartridge. 

Actually, the name Genghis Khan is just used as an indication of the time period 
for the game. There are two available scenarios in the game: Mongol Conquest and 
World Conquest. 
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Mongol Conquest sets the stage. It is the winter of the year 1174, and you are 
Temujin, the courageous young leader of the Mongol tribe. Your goal is to set out 
to unify the 14 wild tribes of Mongolia. 

World Conquest picks up in the winter of 1205. You can choose to be old young 
Genghis himself, ruler of the unified Mongol Empire, or you can be one of the 
other reigning megalomaniacs of the time: Richard I of England, Alexious III of 
the Byzantine Empire or Shogun Minamoto Yoritomo of ancient Japan. Your goal 
will be to unify the 27 “civilized” Eurasian countries. 

This is most definitely not an arcade shoot-em-up. You will not be engaging in 
hand-to-hand combat using whips and chains, and you will not be casting magic 
spells. This game is all verbal commands. 

For example, here are some of the orders you can issue from the main game 
display: 


Tax. Change the tax rate or collect an extra tax. Watch out for unhappy peasants, 
though. Tax rates affect the morale of the people. 

Assign. Here you can distribute your army troops or reassign your labor force 
among jobs as townspeople, masons, food producers, artisans or troops. 
You’ll need a lot of troops, but you’ll need a lot of food to feed them, for 
example. 

Give. Issue this command to give gold, food or other items to the needy peasants. 
Proper choices here will help lift sagging morale. 

Train. You’ve got to get your regular army—and draftees—into shape for 
warfare. 

Trade. Buy or sell goods and hire mercenaries. 

People. Issue orders to princes or family members. Draft peasants. You can 
promote and demote, draft army members and even marry off any of your 
daughters who has reached the ripe old age of 8 or older. 

View. Obtain information about other states, their rulers, your allies, princes, 
children and other details. 

Move. Move yourself, your laborers or your provisions. 

Policy. Send an emissary of the state with policy orders. 

Treaty. Negotiate diplomatic terms. Some terms are friendly and some are not. 

Spy. Send a spy to another country or search for one in your own. 


The orders you issue are affected by things such as the season of the year, 
natural disasters like cold waves, storms and epidemics and by uprisings of the 
people or military revolts. Sooner or later, you will have to go to war to defend 
your interests, and here your decisionmaking will be directed toward the 
assignment of troops and their movements. 

This game can take hours to complete; its designers included three separate 
memory areas in the cartridge to allow for storage of games in progress. 
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Historic simulations of this sort are not everybody’s favorite type of game. 
But if this is what you are looking for, here is a fine example. 


Heavy Barrel 


Genghis Khan is © 1989, Koei Corp. 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 5 SOUND:(1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 5 

ULTIMATE RATING: (0-35) . 18 


Oh boy: just as we feared would happen one day—terrorists have taken control of 
a nuclear missile site. They’re heavily armed and they’ve got control of the 
countryside. 

But what the bad guys don’t know is that the only weapon that can bring them 
down is hidden within the missile site itself. It’s up to you, of course, to.fight your 
way into the fortress and find the six scattered parts of the Heavy Barrel weapon. 

This is a competent translation of'the arcade hit. One or two players. Both 
players cooperate in the two-player version. 
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MANUFACTURER: Data East USA. (408) 286-7074 


CHARACTERS: It’s you. 


CONTROL PAD 


Arrows: Moves your character Up, Down, Left or Right. 
“A” BUTTON: Fires machine gun, laser gun, pellet gun or flamethrower. 
“B” BUTTON: Throws a grenade, uses a smoke bomb or mace. 


NUMBER OF LEVELS 


Your goal is the Launch Authority Security Area, which is protected by six 
levels of defensive perimeters. Each level is separated from the next one by huge 
steel and concrete doors; you’ ll have to blast your way through the doors as you 
come to them. 


Perimeter One: Surface Defenses. You'll start out with just a machine gun 
and 50 hand grenades. Collect keys and open lockers in search of weapons 
and pieces of Heavy Barrel. At the start of this level, most of the terrorists 
you will meet in this level will be on foot; later on you’ll come across tanks, 
gun emplacements, helicopters and terrorists wearing jet packs. 

Perimeter Two: Weapons Assembly Area. The worst thing about this level 
are the elevator rides you’ ve got to take; you’re an easy target when you’re 
within, but you’ ve gotno choice. At the end of the second elevator ride, you’ ll 
have to get past a set of dangerous manipulator arms. 

Perimeter Three: The Quarry. The coal cars are filled with terrorists, and a 
deadly anti-personnel vehicle guards the door at the end of the quarry. 

Perimeter Four: The Maze. You can’t go straight here. Hidden within the 
maze is the Grinder. 

Perimeter Five: The Reactor Area. Another elevator ride takes you down 
below the surface to the place where the spent fuel rods from the reactor are 
cooling. You don’t want to take a swim in those tanks, even if the T-99 and 
the Grinder try to convince you to. 

Perimeter Six: The Abyss. There are snipers above, and another elevator ride 
below to the doorway to the command bunker. 

Launch Authority Security Area. Trust us, you’ll need a Heavy Barrel. 


NUMBER OF LIVES: Three to start. 


WEAPONS 


You can carry only one type of firearm—machine gun, laser gun, pellet gun or 
flame thrower—at one time. Your weapon can be improved by taking the 
contents of lockers you unlock. 
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When you put together the pieces of Heavy Barrel, you will be able to keep 
your firearm in reserve. 
Here are the details of the machine weaponry: 


Machine Gun. The basic weapon, it comes with unlimited ammunition. If you 
use up one of the other guns, you will resume play with this device. 

Laser Gun. You’ll have 90 blasts of power each time you pick up one of these. 

Pellet Gun. Sprays five bullets at the same time; you can fire it 90 times. 

Flame Thrower. Shoots fireballs; you’ll have 90 to fire. 

Heavy Barrel. You can shoot super-powerful blasts, one at a time, for 99 
seconds. When time runs out, you can start reassembling another gun. 


You can also carry one type of hand weapon, and keep another in reserve. 
The weapon you pick up most recently is the active one; when it is used up, you 
will go to the reserve device. Here are the details: 


Grenade. You can have a stock of 50. 

Mace. Swing it around your head to destroy anyone within its reach. You can 
use it 40 times before replacement. 

Super Grenade. Double the power of a standard grenade, you’ ll have 40 at a 
time. 

Smoke Bomb. Slows down the terrorists’ attack. You’ll carry 40 loads. 


SPECIAL ITEMS 


There are two critical items to search for in the game: 


Keys. When you shoot one of the Red Terrorists, he may drop a key; don’t miss 
a chance to grab one. You can carry as many as four keys at one time. 

Lockers. Use your keys to open lockers in the fortress. You may find weapons 
and ammunition, and you may find pieces of Heavy Barrel. 


SCORING POINTS 
Terrorist 100 Machine gunner 200 
Jet pack terrorist 200 Fixed gun turret 500 
Fortified gun bunker 500 Mobile gun turrets 500 
Coal car 600 Tank 1000 
Helicopter 2000 T-99 Super Tank 159,400 
Manipulator arm 10,000 Armored Anti-personnel vehicle 
Grinder , 100,000 10,000 


Heavy Barrel is a trademark of Data East USA, Inc., © 1988, 1989 Data East USA, Inc. 
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Infiltrator 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 8 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 7 

ULTIMATE RATING: (0-35) 24 


Cem te 


Have we got a chopper for you! Let us tell you about a few of the optional 
extras and extra options on this baby, the Gizmo DHX-3 Attack Chopper. 
First of all you got your turbine-thrust, dual-propulsion Whizbang Whirler 
engine, and the Whomper turbo booster. But hey, all that power has got to be 
noisy, right? You don’t want to annoy the neighbors or let your enemies 
know you're coming, right? So we’ ve added the Whizbang Whisper silent 
travel feature. 

Okay, but what about weapons? How about the latest Whizbang Waster 
air-to-air heat-seeking missile system and the Whizbang ultrasophisticated 
communication systems with computer guidance, control and surveillance. 

Don't worry about scratches on the paint from enemy missiles, either. 
Your new chopper comes with anti-heat-seeking missile magnesium flares 
and an anti-radar guided missile chaff disperser. 

Please do take the time to read the Owner’ s Flight Manual included in the 
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box. It'll tell you everything you need to know to fly deep into enemy terri- 
tory, carrying Jimbo McGibbitts on one of his three infiltration missions. 

And be sure to study the McGibbitts’ Guide to Ground Installation 
Infiltration (Pocket Edition). 


Infiltrator is an unusual game with a split personality: You can start each 
segment with a harrowing chase through the skies as pilot of a super chopper. Then 
you’ ll have to get out of the helicopter and infiltrate the enemy compound by foot 
to accomplish your mission. Or you can go right to the compound. 

Like many of the best games for the Nintendo Entertainment System, Infiltrator 
shines because of its change of pace; the scenes change and the action changes and 
the game play changes. 

We have only just touched the surface of this game in the description that 
follows. If this game sounds complex, you’re right: it is. It has all of the right 
ingredients to make it a game you will want to play again and again, since there 
are many possible ways to make it to the final outcome. One player only. 


MANUFACTURER: Mindscape 


CHARACTERS: 
You are Capt. Johnny “Jimbo-Baby” McGibbitts, also known as “The Infiltra- 
tor,” pilot of The Whizbang Enterprises Gizmo DHX-3 Attack Helicopter, 
which is also known as “The Snuffmaster.” 


FLYING YOUR HELICOPTER 
Press Start to fire up the engine; wait until it is spinning at 2300 RPM or more 
before lifting off. Remember that this is an aircraft and you are holding a control 
stick, not a steering wheel. 

Flight maneuvers. Down makes the copter Climb; Up makes the copter 
Dive; Left makes the copter bank to the left and Right makes the copter bank 
to the right. 

The “A” button and the Up arrow makes the copter accelerate; the “A” button 
and the Down arrow decelerates. To spin to the right (clockwise), press the “A” 
button and the Right arrow. To spin to the left (counter-clockwise) press the 
“A” button and the Left arrow. 

You’ve got a full set of gauges and displays to monitor. If a buzzer sounds 
and a light flashes red on the Warning Light display it indicates: (E) Engine 
Damage, (B) Battery Overheating, (O) Oil Overheating ,(F) Fuel Low, (A) 
Altitude below 200 feet or (R) RPM too low in engine or rotors. 

E, F and R problems cannot be fixed in midflight; you’ll have to land at your 
destination as quickly as possible and avoid any further damage from combat. 
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You can monitor the status of some of the important elements of your. ` 
helicopter by looking at the gauges. These include: 


Battery and Oil Temperature. Keep an eye on these—the battery gauge is to 
the left of the warning lights and the oil gauge is to the right. When these 
gauges reach the danger zone, you'll hear a continuous beeping and the lights 
will flash. Immediately you must slow your speed to reduce the strain on the 
battery, or turn off the Turbo to conserve oil, or both. 

Fuel. As the amount of fuel decreases, the red bar at the right side of the cockpit 
will move from right to left; when the bar is gone, fuel is gone. 

Speed Indicator. At the upper left corner of the Control Panel is the Airspeed 
Indicator. The maximum speed is 450 knots in standard operation or 900 
knots with the Turbo engaged. 

Altimeter. The gauge in the upper right corner of the control panel shows your 
present altitude in feet. Each time the dial goes past the top (12 O’Clock) 
position, you have climbed 1,000 feet. Your maximum altitude is 9,999 feet. 
If your helicopter descends to 200 feet or below (on purpose or by accident) 
the low altitude warning light will flash and a buzzer will sound to warn you 
of an imminent meeting with the ground. 

RPM Indicator. The Revolutions per Minute indicator, in the lower left corner 
of the control panel, shows you the rate at which the helicopter’s rotor blades 
are spinning. A helicopter does not increase or decrease the RPM of its rotor 
to climb or descend, instead adjusting the tilt of the blades. You’ll need to 
maintain an RPM of about 2300 for safe flight. 


Also, keep an eye on your Automatic Direction Finder, which will help you 
navigate your way to your target. Be sure to set it properly immediately after 
take off. Once you have programmed it, the ADF will always point toward your 
destination. If the ADF is pointing straight up, you are right on course. You can 
tell if the ADF has not been programmed if it is spinning randomly. If the ADF 
starts to flash and spin rapidly, you are directly over your destination. Slow 
down and land. 

You also have a Directional Compass in the lower right corner of the control 
panel. This compass will show you your actual direction, on a reading from 0 
(due North) around the points of the compass including 90 degrees (East), 180 
degrees (South) and 270 degrees (West). 

Check the Artificial Horizon to help you determine whether you are climb- 
ing or descending. If the symbols are level and centered, your helicopter is not 
banking to the left or right and you are not climbing or descending. 


WEAPONS 
You can use one of your special weapons by pressing the Select button to scroll 
down through available devices or the Start button to scroll up through options. 
Then press the “B” button to select it. 
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Here are the weapons in your armory: 


Missiles. You have a limited number of Whizbang Waster air-to-air heat-seek- 
ing missiles. Highlight the M and press the “B” button to let one rip. 

Cannons. Select the G option and press the “B” button to fire your Whizbang 
Whizzer 20mm cannons. You have an unlimited supply of ammunition for 
this cannon. 

Chaff. This is a defensive weapon that can be used to attempt to confuse some 
incoming radar-guided missiles fired by the enemy. Highlight the C option 
and press the “B” button to drop Chaff (strips of metal) into the air, creating 
a false radar image. If your computer detects an incoming radar-guided 
missile, the C option will begin to flash to indicate a strong suggestion that 
you use chaff. 

Flares. This is a counter-measure for enemy-launched heat-seeking missiles. 
Highlight the F option and press the “B” button to launch a super-hot 
magnesium flare that should fool some heat-seeking missiles into changing 
direction. 


OTHER SPECIAL FEATURES 
Two important special abilities of the Gizmo helicopter may help you accom- 
plish your mission: 


Turbo. The Whizbang Whomper Turbo Booster doubles your present airspeed, 
up to a maximum of 900 knots. When the Turbo is engaged, your oil will 
tend to heat up rapidly, so you'll have to keep an eye on your gauges. To turn 
on the turbo Booster, highlight the T option and press the “B” button. To 
deactivate Turbo, do the same thing again. 

Whisper. The Whizbang Whisper sharply reduces the sound of your engine and 
rotor, and must be activated in order to attempt a secret landing. Highlight 
the W option and press the “B” button to turn on the Whisper; do the same 
thing again to turn it off. 


WHAT HAPPENS WHEN YOU GET THERE? 
Getting there (to the Enemy Base) is only half the fun. After you’ve flown your 
helicopter through enemy defenses, you will have to survive one of three 
challenging ground missions. They are 


Mission One. You’ ve got to go in an neutralize a vat of deadly nerve gas stored 
in the compound of the Mad Leader. Find the four chemical containers hidden 
in the compound and bring them to the lab for analysis—only one of them is 
the one you’ ve come for—then use your neutralizer and get out as fast as you 
can. 

Mission Two. The Mad Leader has kidnapped Dr. Phineas Gump, and you’ ve 
got to get him back. It’s pretty straightforward—you need the find the 
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invisibility pill (we know it’s here somewhere, we just can’t find where we 
left it) and give it to the scientist. 

Mission Three. Now you will go right after the Mad Leader’s control rooms. 
Before you can open the doors, you’ ve got to find the security card. Set your 
bombs and scoot before the whole place gets real hot. 


When you are on the ground, you will have access to a number of special 
items. You’ll carry with you a canister of colorless, odorless sleeping gas to 
spray when you need it; your kit also includes special nose plugs to keep you 
from falling under your own sleeping spell. Also available is a gas grenade that 
sprays the gas farther. You’ ve got a mine detector to expose hidden bombs, and 
in Mission 3 you'll have your own supply of explosives to accomplish your task. 

When you’re inside a building, you’ ll see a small map at the bottom of the 
screen that will help you determine where you are and where you should be 
heading. 

You will have about 20 minutes of real time for each mission once you have 
landed on the ground. The time remaining for your mission is displayed in the 
bottom right corner of the screen. 

You have been given a number of special items to help you on your ground 
mission. The active item is indicated at the bottom of the screen. Press the “A” 
or “B” Buttons button to use it. To change active items, press the Select button 
to bring up the Inventory Display and then use the Left or Right arrow keys to 
select a different one. 

At the start of the game, Papers is the active item. 

The Inventory Screen also shows how much Sleeping Gas Spray remains. 

Here are the available special items: 


Sleeping Gas. Anyone sprayed with gas from the canister strapped inside your 
jacket will fall to sleep for several seconds. Select Spray and press the “A” 
or “B” Buttons to spray; you will automatically be protected by special nose 
plugs. 

Gas Grenades. They have the same effect as the spray, but at greater distances. 
Use one to put all of the guards in a room to sleep, for example. 

Identification Papers. They’re handy to have at the ready if a guard asks you 
who you are. 

Mine Detector. A handy thing to have to spot hidden land mines placed around 
the compound. 

Explosives. You will need to set explosives in the missile control room in 
Mission Three. 


| ALWAYS WANTED TO KNOW 
How do I land the Gizmo? Watch the ADF (Automatic Direction Finder) dial. 
When it begins spinning and flashing, you are over your destination—either an 
enemy base camp or your own home base. Turn off the Turbo boost, if it is on. 
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Reduce your airspeed to 0 knots and begin your descent. Turn on the Whisper 
Mode to add the element of surprise, but keep an eye on your oil temperature 
when this feature is in use. Keep the helicopter stable and don’t land at an angle 
or you’ll crash. That was simple, right? 

What should I do when I come across an unidentified aircraft? 1) Shoot, or 
2) Wave “hello.” Here’s how to decide which: bring up your Communications 
Screen, go into Send Mode and Request ID of the unidentified pilot before he 
asks you for your ID. He’Il respond with his code name, and then ask for yours. 
You’ll have to learn the names of the bad guys as you play the game, although 
some of them seem obvious (a guy named Scum does not sound too friendly to 
us). Now, go into Send Mode again and respond with your code name. Use 
Infiltrator if you want to reveal your true identity; use Overlord if you want 
to try to mislead. 

What happens if the other guy asks first? Hmmm. Here’s where you have to 
make a guess about the identity of the other pilot. If you say Infiltrator and he’s 
a bad guy, he'll attack. If you say Overlord and he’s a good guy, he’ll attack. 
Oh yes, there are also a few Psycho Pilots who will attack no matter what you 
say. 


Infiltrator program contents are © 1989, 1986 Gray Matter. Licensed to Mindscape, Inc. 


Mechanized Attack 


DIFFICULTY: Apprentice-Master of the Game 
GRAPHICS: (1-10) 6 SOUND:(1-5) 4 


RESPONSE: (1-10) 7 FUN: (1-10) 7 
ULTIMATE RATING: (0-35) 24 


This is a shooting gallery where the targets fire back at you. Actually, we guess 
that would be one definition of war, and that is definitely what you get with 
Mechanized Attack. 

You are a commando leading an assault on a rebel-controlled island. Standing 
just offshore, you direct a barrage of guns, rockets and grenades against enemy 
gunboats, destroyers, snipers, soldiers, helicopters and other bad guys. There are 
even vicious attack dogs ready to take a bit out of you if you get too close. And 
some of the soldiers are just too powerful to be human like you and me—do you 
suppose they might be robots? 
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You’ ll use your Light Gun to shoot down anything that you can, picking up extra 
ammunition and powers along the way; the game is also very playable using a game 
controller and an onscreen target crosshairs. 

This is a very intense, well-designed game that is not for the faint of heart or the 
non-violent. 

We worked with preproduction materials. One player only. You can use the 
Light Gun with a hand controller, or a hand controller alone. 


MANUFACTURER: SNK Corp. 
CHARACTERS: You, the shooter. 


CONTROL PAD 

Light Gun. Plug the Light Gun into the #2 port on the NES, and plug a standard 
control pad into the #1 port. Aim the gun at the target and press: 

A button on the controller to throw a hand grenade or fire a rocket, or 

The trigger on the Light Gun to fire bullets at the target. 

Control Pad. To use the control pad alone, plug it into the #1 port on the NES. 
Move the onscreen target crosshairs so that they are over the target, and then 
press: 

A button to throw a hand grenade or fire a rocket, or 

B button to fire bullets. 
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NUMBER OF LIVES 
You'll start the game with three lives; you will lose a life if your life gauge is 
reduced to 0 by enemy bullets. You will immediately lose a life if you are struck 
by a missile. 


WEAPONS 
There are three tools in your armaments, each with a limited number of units 
available. The weapons are 


Gun. You can have as many as 9 magazines of bullets at one time. When used 
with the Light Gun, the gun is a single-fire weapon; when used with the more 
difficult hand controller, the gun acts as a rapid-fire machine gun. 

Hand Grenade. A more powerful weapon, you can have as many as nine at 
one time. 

Rocket. The most powerful weapon available. You can hold no more than three 
at a time, and cannot use it at the same time as a hand grenade. 


SPECIAL ITEMS 
You will find a number of special items on the screen from time to time; shoot 
them with bullets (don’t waste a hand grenade or rocket if you can avoid it). 
The items are 


Bullet Magazine. There are 40 shots in a magazine. You can possess no more 
than 9 magazines. 

Grenade. You can possess no more than nine grenades at a time. 

Rocket. You can have as many as nine. 

Energy Drink. This will recover five life points. 

First Aid Kit. Will completely restore your life gauge. 

Sniper’s Sight. Grab one of these to increase the size of the target crosshairs 
on screen. 

Bullet-proof Jacket. This will reduce damage by half. 

Flare. Will light up a dark screen for a short period of time. 

1-Up. Worth an extra life. 


Mechanized Attack is a trademark of SNK Corp. © 1990 SNK Corp. of America. 
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DIFFICULTY: Novice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND: (1-5) 4 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 23 


The Nazis and the evil wizards of today are the drug lords, and in NARC you get 
to wage full-scale war—all by yourself—against the thundering hordes of drug 
dealers. 

Your weapons are a machine gun and rocket launcher, together with a super- 
duper Porsche 911 Turbo Carrera that has been slightly modified to be the 
NarcMobile. It is equipped with super acceleration and suspension and also 
includes night vision and computer links. 

We looked at preproduction materials for the game. One or two players. 


MANUFACTURER: Acclaim. (516) 624-9300 
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CHARACTERS 
You are Max Force, and you’ll need all of that power up against the drug- and 
money-crazed army of Mr. Big. 


CONTROL PAD 
Arrows: Move you Up, Down, Left or Right on the screen. 
“A” BUTTON: Press to fire machine gun; tap to fire rocket launcher. To enter 
the NarcMobile, run up to it and press the A button. 
“B” BUTTON: Press to crouch; tap to jump. 
Select: Press to reverse direction of Narcmobile. 


NUMBER OF LEVELS 
There are nine sectors to bust in the game before you can confront Mr. Big 
himself. Here are some of them: 


The Junkyard. An unpleasant stretch of town, full of henchmen. And the 
subway station underneath is not where we would choose to pass the time of 
day. 

K.W.A.K. Street. A drug factory. 

The Bridge. Bring out the heavy weapons in the NarcMobile to meet Das Lof, 
Joe Rockhead, Kinky Pinky and the K.L.A.K. copter. 

Sunset Strip. If you don’t want this to be your own sunset, get ready for the 
Kennel, the Swamp and the Scrap Heap among other challenges. 

Skyhigh’s Nursery. Home grown. 

Downtown. This is a real roach motel; check out the red level and then the blue 
level. 

Mr. Big’s Office. Is anyone home? 


NUMBER OF LIVES 
You’ ll start out with three. There are five marks on the life meter, and you will 
lose part of one or more each time you are hit. 


SCORING POINTS 
As nasty as these guys are, you’ll earn more points for busting them than killing 
them. 


Defeat Das Lof gang member 100 points 
Bust Das Lof gang member 1000 points 


Defeat Dr. Spike Rush 1000 points 
Bust Dr. Spike Rush 5000 points 
Defeat Pit Bull 200 points 


Blow up K.W.A.K. drug vat 1000 points 
Destroy K.W.A.K. drug lab 25000 points per player 
Pick up 250 points 
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Pick up in midair 500 points 

Defeat Sgt. Skyhigh 1750 points 
Blow up Caddy 5000 points 
Blow up helicopter 5000 points 


SPECIAL ITEMS 
As you dispatch some of the bad guys, they will drop behind packages of Bullets 
and Rocket Bombs. Grab them. Some will also drop color-coded safe cards 
which act as keys into locked doors. With the right one in hand, head to a door 
and press the Up arrow. 


THE NARCMOBILE 
In the two-player game, the first player to enter into the NarcMobile gets to 
drive, while the second can sit inside as an armed and dangerous passenger. Use 
the A button to fire from within. Use the arrow keys to steer the car; press the 
Select button to reverse direction. You can drive over bad guys in your way, 
picking up any items they are carrying, but be careful not to crash into 
dumpsters, helicopters or to drive over a land mine. 


ENEMIES 
Members of the Das Lof gang include Dr. Spike Rush, Sgt. Skyhigh, the H.Q. 
Posse, Bevon Face, Joe Rockhead, Kinky Pinky and Mr. Big. 
In addition to the narco-army watch out for Rabid Pit Bulls, Land Mines 
and Mutant Bugs. The bad guys will also travel in Helicopters—duck under 
them and jump up to fire a rocket to bring them down. 


POWER PLAYER HINTS 
Use the color-coded safe cards to open locked doors. 
To defeat a pit bull, crouch down to their level. 


Narcis a registered trademark of Williams Electronics Games, Inc.© 1989 Williams Electronics Games, 
Inc. © 1989 Rare Coin-It, Inc. Game pak © 1990 Acclaim Entertainment, Inc. 
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Rescue: The Embassy Mission 


DIFFICULTY: Apprentice-Hot Dog 
GRAPHICS: (1-10) 7 SOUND:(1-5) 3 
RESPONSE: (1-10) 6 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 22 


This game is, at the same time, a lot more than most Nintendo games and a lot less. 
It is, at heart, a shoot-em-up, and one with a very limited amount of action and a 
very small number of scenes and levels. On the other hand, it is much more 
demanding in terms of logic, planning and attention to detail than other games of 
its type. 

It’s been 11 days since the embassy was occupied and the ambassador and his 
staff taken captive. Enough is enough: your assignment is to storm the embassy 
and get ’em out alive! 

Your goal is to rescue all of the captives without losing any members of your 
own team. You start out by positioning your snipers around the embassy—they’ Il 
have to run, crawl and dive into open doorways to make it to the safety of their 
assigned sniper’s nests. Next, the snipers try to pick off terrorists as they move past 
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one or another of the windows in the embassy building; each sniper has a different 
angle on the targets. Then, you launch your assault with a drop of the main SWAT 
team onto the roof. One by one, you lower these men by rope into one of the 
windows of the building and let them explore the interior in search of hostages and 
gunmen. 

We wish this game had more depth, but we do appreciate the fact that it strikes 
out in a slightly different direction. One player only. 


MANUFACTURER: Kemco. (800) 462-5040. 
CHARACTERS: You and your crack team of commandos. 


CONTROL PAD 
Arrows: Moves snipers, controls members of the rescue team or aims guns. 
“A” BUTTON: Make a selection or fire a gun. 
“B” BUTTON: Cancel a selection. 


PLACING SNIPERS 
You must place the three members of your sniper team (Mike, Steve and Jumbo) 
at the designated locations at the start of the game. Use the cover of doorways 
and walls to stay out of the beam of the searchlights. 

Use the Left or Right arrows to move your snipers in those directions. Use 
the Up arrow to enter a building or jump over a wall to hide. 

Use the Down arrow to exit a building, to climb over a wall or to lie down 
on the ground. You can also use the Left or Right arrows to crawl along the 
ground once you are down. 

Press the Down and Right buttons to somersault to the right; press the Down 
and Left buttons to somersault to the left. 

If you are in a safe hiding spot, press the “A” or “B” Buttons to view the 
map, showing where you are in relation to your goal. Press the “A” or “B” 
Buttons to return to the game. 

Your goal is to place all of your snipers, but you may lose one or two in the 
process. You must place at least one sniper before you can go on to the rescue 
phase of the game. You should attempt to reduce the number of enemies in the 
embassy before sending in your rescue team. 


USING SNIPERS 
To use a sniper, move the red blinking cursor to the gunman you want to use, 
and then press the “A” button. He will begin to blink; if this is the sniper you 
want to use, press the “A” button again. To cancel your selection, press the 
“B” button. 
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The screen display will change to the view through the sniper’s gun sight. 
Use the arrow keys to move the sight across the buildings, looking for an 
enemy—or his shadow. Press the “A” button to fire the gun. 

Press the Select button to return to the map to choose another sniper or to 
switch to the rescue team. 


THE RESCUE MISSION 

The rescue team members (Ron, Dick and Kemco) are dropped onto the roof of 
the embassy. To command them, move the blinking red cursor to the member 
of the team you want to use, and press the “A” button. Use the Left or Right 
arrow keys to move the team member to the location where you want him to be, 
and then press the “A” button. If you want to cancel your selection, press the 
“B” button. It is recommended that you place your rescue team members on 
the side of the building that is being covered by your sniper team. 

Next you must lower your team member to a window in order to attempt to 
enter the building. Use the Down arrow to begin lowering your man with a rope; 
use the Up arrow to stop, and don’t go too fast or you may fall. 

When your man is positioned in front of a window, press the “A” button to 
enter. 


INSIDE THE EMBASSY 
Once your man is within the embassy, you can begin your hunt for the hostages. 
In the lower left corner of the screen you will see the layout for the floor you 
are on, along with green dots showing the locations of any enemies and blue 
dots for captives. The red arrow shows your own location. Use the arrow keys 
to move around. 

If you run into the enemy—and believe us, you will—you can fire your 
machine gin by pressing the “A” button. While the button is pressed, you can 
aim the gun with the arrow keys. Eliminate all of the enemies and pick up any 
captives. 

You can move from floor to floor within the embassy by using the stairs. 

The game is completed when you eliminate all of the enemies, or when all 
of the rescue members have been lost. 


NUMBER OF MISSIONS 
There are five missions, in order of increasing difficulty. The later the mission, 
the quicker the searchlights, the greater the number of enemies, the more 
difficult they are to attack and the less time you have to complete your 
assignment. The missions and available time are: 
Training. 18 minutes. Target. 16 minutes. 
Ultimatum. 14 minutes. Trigger. 12 minutes. 
Jupiter. 10 minutes. 
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NUMBER OF LEVELS 
There are three levels, of increasing difficulty: Lieutenant, Captain and Com- 
mander. 


Rescue is a trademark of Infogrames. © 1988, 1989 Infogrames. Game pak is published under license 
from Infogrames. Licensed in conjunction with JP International. Game pak © 1989 Kemco. 


A 


Silent Service 


DIFFICULTY: Apprentice 
GRAPHICS: (1-10) 7 SOUND: (1-5) 3 
RESPONSE: (1-10) 5 FUN: (1-10) 6 

ULTIMATE RATING: (0-35) 21 


Dive! Dive! 

This is an intense and detailed simulation of a war cruise in an American 
submarine in Japanese waters during World War II. (An interesting situation for a 
Japanese video game sold in America, don’t you think? 

Here are your orders: Take on the Japanese Navy in their home waters and 
neutralize their Marines. Neutralize as in sink. 

This is one of the most complex simulations yet packed into a Nintendo game 
pak. You’re going to need to read the instruction manual quite carefully to 
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understand all of the functions of the game. In the summary of the game presented 
here, we focus on the most important concepts, presented in our standard style. 

The U.S. Fleet Submarine of World War II carried 200 tons of diesel fuel and 
had a cruising range of 12,000 miles. Japanese shipping generally traveled in small 
convoys of three to seven cargo, troop carriers or tankers. Tankers were considered 
the most valuable target, since the Japanese were totally dependent on imported 
fuel. 

One player only. However, you should plug a second controller into the 
Nintendo control deck to allow you to perform some of the complex maneuvers 
available to the captain. 


MANUFACTURER: Ultra Software. (718) 215-5111 
CONTROL PAD 


The control pad in this game is used to move an onscreen cursor to select dozens 
of different settings and options. You’ll be able to control speed and depth of 
your submarine, the selection of guns or torpedoes and their targeting. 

In this game, you do not directly affect the movements of the submarine, but 
instead issue commands to the engine room. 


NUMBER OF MISSIONS 
You can choose from three scenarios at the start of the game: 


Torpedo/Gun Practice. You take your sub out from the American base at 
Midway Island to offshore waters where there are four retired cargo ships 
available for target practice. 

Convoy Actions. You take the “con” of your submarine to lead attacks on 
Japanese merchant ship convoys. The game includes six convoy scenarios; 
read the descriptions of each in the instruction manual for some hints for 
success. 

War Patrol. Sailing from Midway or from the Australian ports of Brisbane or 
Fremantle, you command an entire patrol. 


To select a mission at the start of the game, use the Up or Down arrow to 
highlight your choice and then lock it in using the “A” button. 


NUMBER OF LEVELS 
There are four skill levels. The more advanced the level you select, the more 
accurate will be your shooting—but also the more accurate will be the enemy’s 
lookouts and sonar operators and the enemy’s depth charge responses. The 
levels are Midshipman, Lieutenant, Commander and Captain. 
The game is programmed so that the “Commander” game is the most 
historically correct. 
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You may also adjust the difficulty of your mission through selection of 
various combat conditions. Choices here are: 


Convoy Search. Convoys will not always be within radar range; you will have 
to use your periscope or binoculars to search the horizon in a 360-degree 
circle for the enemy. The standard setting is Close Convoys. 

Convoy Zig-Zags. Ordinarily, convoys will steam straight ahead unless they 
are under attack, which is not a particularly clever strategy for a ship in 
submarine-infested waters. Select this option to cause the convoy to change 
its direction from time to time to attempt to make it difficult for a submarine 
to line up for a shot. 

Dud Torpedoes. Some of your torpedoes—and you won’t know beforehand 
which ones—will head for the enemy ships but fail to explode. The standard 
setting is No Dud Torpedoes. 

Expert Destroyers. The quality of pursuit by enemy destroyers can be upgraded 
with this option. The standard setting is Standard Destroyers. 

Limited Visibility. You’ll operate nearly in the blind, relying entirely on your 
sonar and radar for sightings. 

Port Repairs Only. This removes your ability to fix your submarine at sea. The 
standard setting is Repairs Under Fire. 


To make a choice of combat difficulty level, use the Up or Down arrow to 
scroll through the options and make your selection by pressing the “A” button. 

The computer will look at your skill and difficulty level selections and assign 
an overall difficulty factor in the range from 1 to 9. This factor, together with 
your success in sinking enemy ships, will determine your ranking in the 
“Submariner’s Hall of Fame” at the end of the mission. 


TIMING 
Areal submarine mission would take weeks to complete; even a simple stalking 
and firing on a single convoy could take hours and hours. To make the game 
possible to play in a reasonable amount of time, Silent Service is set up to operate 
on a time scaling of 4-to-1. This means that the game’s clock is running four 
times faster than real time. For example, a maneuver that takes 1 hour of real 
time would be completed in 15 minutes. 

However, you may want to speed up the action even more. Move the cursor 
to the Time Scale on the main control screen and press the “A” button. Each 
push of the button doubles the time scaling; the first push makes time go by at 
an 8:1 ratio, the second at 16:1 and the third at the maximum speed of 32:1. At 
the fastest rate, one hour of real time will be simulated in a little less than two 
minutes. 

You will automatically be returned to normal (4:1) time when your submarine 
has been detected by the enemy or when you fire a torpedo or deck gun. 
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SUBMARINE CONTROL SCREEN 
The basic screen for Silent Service shows an overhead view of your submarine 
and the relative positions of enemy convoys. The bottom third of the screen 
includes the basic controls for the submarine. From left to right, they are 


Reverse. For an emergency escape, select reverse to attempt to pull out of the 
way of harm. To adjust your speed in reverse, go to the throttle setting and 
then select Reverse again. 

Throttle. Settings range from Dead Stop (0) to Full Speed Ahead (4). 

Guidance Control. Here you adjust the movements of your submarine. Move 
the cursor to the Up or Down arrows and press the “A” button to execute an 
ascent or dive. Move the cursor to the Left or Right arrow to turn in those 
directions and press the “A” button. To cancel a guidance command, move 
the cursor to the center of the arrow cluster and press the “A” button. 

Periscope. Move the cursor to the periscope symbol and press the “A” button 
to raise the periscope. Do the same again to lower it. The periscope can only 
be used in daylight, and only at a depth of 44 feet or less. Selecting the 
periscope also sets the visual bearing to be the same as the sub’s actual 
bearing. 


AN EMERGENCY MANEUVER 
If your submarine becomes locked into a dive—perhaps because of damage 
inflicted by enemy depth charges or because of a wrong setting on the guidance 
control—you can attempt an emergency return to the surface by “blowing” the 
emergency air tanks. Hold down the “B” button and then press the “A” button 
on controller 2. 
This maneuver can be done only once in each engagement with the enemy. 


THE CONNING TOWER MENU SCREEN 
The conning tower is the captain’s control room. Here you can select one of the 
four detailed battle station screens: Instruments and Gauges, Maps and Charts, 
Periscope/Binoculars and Damage Reports. 

Press the Select key to change from the control screen to the conning tower 
screen. When you do so, the game is automatically put into pause. Use the cursor 
arrow to move the captain around the conning tower to the battle station you 
wish to examine. Press the “A” button to bring up the full display. 

Here are the four battle stations: 


Periscope/Binoculars Battle Station. Here we see the view through the attack 
periscope during daylight hours and from the bridge’s Target Bearing Trans- 
mitter Binoculars at night. 

Maps Battle Station. (Available only in the War Patrol scenario.) The starting 
screen here is a map of the South Pacific. Your submarine is indicated by a 
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small white dot near your starting port. You can begin your adventure by 
exploring any sector of the map you choose. 

Instruments and Gauges Battle Station. Here is more than you ever thought 
you needed to know about your submarine. The most important information 
here includes: 

Depth. The maximum depth your submarine can survive is 500 feet. 

Depth Under the Keel. This is an indication of how much water is between the 
lowest part of your submarine and the bottom; if it reaches 0 you will run 
aground. 

Torpedo Ready Indicator. A green light means the forward and aft torpedo 
tubes are ready; black means they are empty. It will take 10 precious minutes 
to reload each tube. You will also see a number indicating the total remaining 
torpedoes and deck gun shells. 

Damage Reports Battle Station. Here you can obtain information about any 
damage sustained by your vessel in combat. Types of damage are: 

Battery Damage. Batteries—used for underwater power—will be used at twice 
the ordinary rate, which effectively reduces the amount of time you can 
remain submerged by half. 

Bow/Aft Torpedo Damage. The torpedo doors have been damaged, and you 
cannot fire. 

Dive Plane Damage. The bow and stern dive planes are not working properly 
and you will only be able to dive or surface at half the normal rate. 

Engine Damage. Surface speeds are reduced by half. 

Fuel Leaking. Fuel will be consumed at twice the ordinary rate; your sub will 
also give off a dangerous telltale marking on the surface. 

Machinery Damage. Pumps and engines are damaged, making them noisier 
and easier for the enemy to detect. 

Periscope Damage. You will be unable to look around from beneath the 
surface. 

Water Damage. The sub is taking on water, which may make coming to the 
surface difficult. 


AN EMERGENCY PLOY 
You may be able to convince the enemy that your submarine has sunk by 
releasing debris and a bit of oil to the surface. To do so, use the Controller 2 and 
hold down the “A” button and then press the “B” button. You may perform 
this maneuver only once per engagement. 


WEAPONS 
Fleet submarines had six torpedo tubes forward and four tubes aft, with a total 
of 24 torpedoes on board (14 forward and 10 aft.) 
Most torpedoes were fired at a range of 1,000 to 3,000 yards (10 to 30 football 
fields distance.) The best chance of success comes from shooting at a perpen- 
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dicular angle to the target—in other words, aiming at the broad side of the target 
instead of head-on or stern-on. 

No more than four torpedoes or gun shells can be active at any one time. Once 
a torpedo is fired, it will take 10 minutes of game time for the crew to reload 
the torpedo tube. 

The deck gun, of course, can only be fired when the submarine is on the 
surface. You carry 80 shells on board. 


POWER PLAYER HINTS 
Enemy ships are usually found near land, with the most valuable tanker and 
troop ships in the waters off of Japan. 

Pay attention to the date of engagement you will see on screen. In the early 
part of the war (1942 into 1943, Japanese ships roamed throughout the South 
Pacific; by 1944, as the war neared its end, the convoys stayed much closer to 
Japan. 

You may find it worthwhile to come to the surface at night and use your 
increased speed (20 knots) to try to outrun any pursuers. You may also choose 
to make your attacks at night by coming to the surface and using your deck guns; 
you have 80 gun shells and only 24 torpedoes. 


Silent Service and MicroProse are registered trademarks of MicroProse Software Inc. Game pak © 
1989 Ultra Software Corporation. 
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